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26 REFLECTIONS ON EDUCATION 


Is what you learn in a college’s game development program effective in the real 
world? Put more drastically, is all that time and money worth it? Five rookie 
developers who graduated from such programs give you the real breakdown. 


By Kjeld Pedersen, Matthew Scott, Jameson Durall, Pete Roberts, and Jonathan LoPorto 


8 THEM.O. OF H.R. 


Ever wonder what considerations living and 
breathing hiring managers at game 
companies take into account? We thought 
you might be interested, so we asked some 
of them. And for everything they didn’t want 
to reveal, we tapped a couple of recruiters to 
fill in the blanks. 


By Jamil Moledina 


14 FROM ENTRY LEVEL TO 
MANAGEMENT: CLIMBING THE 
ENGINEERING LADDER 


So at long last, you’ve got your eager foot in ; ; | ds Pe 
the door. Now you can relax, right? Wrong. Re 
See what it takes to maintain that fierce 
momentum up the rungs of your career, as i ee 
told by someone who's dashed allthe wayup 26 [, 
a top publisher’s ladder before hitting his 
scheduled mid-life crisis. 
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32 THE TEACHING DILEMMA By Kenneth Wong 


The frustrating predicament game programs face. MUST-KNOW TECHNOLOGIES By Peter Sheerin 


Seven categories of tools and technologies essential to game 
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Or even worse. The truth is, you can create whatever kind of world you like at Ex’pression. 
In just 2.5 years you can become a master of 3D modeling & animation, compositing, and digital film 
& video effects, too. ** Graduates of our degree program in Digital Visual Media are snapping up 
the best jobs in the industry. In fact, you’ll find prominent members of these very same companies 
mentoring our students while they’re here. ** At E.C. you get all the computer time you need. 
That’s because we simply have more state-of-the-art workstations available. Which means you can 
take your habit of staring into the screen, and turn it into something useful. Like a career. 
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LETTER FROM THE EDITOR 


YOU CAN REACH JAMIL MOLEDINA AT JMOLEDINAf@GDMAG.COM 





ENOUGH PEOPLE ARE INTERESTED IN BREAKING 
into the videogame field that an entire cottage 
industry is popping up to help funnel the traffic. 
Game Developer magazine is certainly not above 
the fray, so we offer our third annual Game Career 
Guide. Reporting on the game industry for more 
than a decade, the subject of getting started in the 
business is not a new one to our pages. Since our 
monthly publication is devoted to providing insider 
news to the industry, this special issue gives us the 
chance to offer that access to a much broader 
audience, including students, professionals in other 
industries, and existing game developers eyeing the 
greener grass at other studios. 

The interest in joining the game industry has 
been on a steady climb, buoyed by the increased 
revenue of game titles, in stark contrast to most 
of the rest of the technology sector. Significant 
numbers of people with programming, art, audio, 
marketing, sales, and management experience in 
our post-bubble era are looking to break in. 
Furthermore, as games become more entrenched 
in popular culture, with console and handheld 
games diversifying demographic appeal while 
flanked by casual, mobile, and serious games, a 
much larger number of people is attracted to the 
inherent appeal of games. 

In a perfect world, an understanding of one of 
the separate disciplines that make up game 
development would be sufficient for one to get a 
job in the industry. Unfortunately, the pressure in 
the system is sufficiently unbalanced so that 
simple osmosis will never work. You also need to 
understand the hiring practices of developers and 
publishers. To that end, we've got the ball rolling 
for you by talking to several human resources 
managers and recruiters, and laying out our 
findings in “The M.O. of H.R.,” on page 8. 

The growth of the game industry that fuels the 
increased competition for jobs is also coupled 
with internal concerns about the challenges of 
developing megabudget next-generation games, 
and the industry's distressing penchant for 
being the lightning rod for external concerns 
about violence in society. A more positive side 
effect is the growing legitimization of game 
development as an academic discipline. For the 
first time, our annual directory of educational 
institutions with formal game development 


programs has broken through the century mark, 
with more than 100 entries for North America 
alone. Yet, this rapid growth comes with its own 
growing pains as many colleges face the 
dilemma of not being able to find experienced 
teachers with the right credentials to teach their 
classes (see “The Teaching Dilemma,” on page 
Be. 

While many studios are now hiring students 
directly out of higher education, what may not be 
as Clear is how effective that education is in 
performing that job. While career counselors at 
your school may say it’s the best thing since 
sliced bread, and H.R. managers make 
presentations at your recruiting events, perhaps 
the best barometer of the effectiveness of a 
formal game development education is to get it 
Straight from the horse’s mouth, so to speak. So 
we asked several rookie developers working in 
various disciplines to reflect on their education, in 
light of the work they're doing now. Flip to page 26 
to see what they have to savy. 

With this edition of the Game Career Guide, 
we're also devoting some of our focus to existing 
game developers. This Serves two purposes. One 
is to provide some measure of continuing career 
guidance for aspiring game industry leaders. The 
other is to give a greater sense of the career 
track that students are getting themselves into. 
To those ends, Michael Saladino, development 
director at Electronic Arts, offers his advice on 
how to get “From Entry Level to Management” 
(see page 14). 

At the end of the day, studios are like any other 
employer, looking for the best and the brightest, 
but also the most diligent, resourceful, and 
dedicated people for the job. Apply the skills you 
have, turn over every stone, solve every puzzle, 
and defeat every challenge to earn your ideal 
ending. 


Jamil Moledina 
Editor-in-Chief 
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The hiring practices of game studios are the 
subject of speculation by everyone except those 
hiring managers and recruiters who 






actually make it happen. Read on as 
we unravel their modus operandi. 


SO YOU’VE GOT YOUR DIPLOMA, YOUR XBOX LIVE GAMERTAG, 
and your demo reel in tow. How does that translate into getting 
a job in the game industry? Well it’s not easy, but it’s not 
impossible either. The first step is to understand the human 
resources practices of the studios you're looking to get hired by. 
Many mid-level positions are filled through people moving up in 
the company, and many seemingly entry-level development 
positions are snagged by people moving up from testing. 
Testers may be temporary and underpaid, but they get great 
exposure to project leads and studio presidents. According to 
Nicole Green, director of human resources at Activision, they do 
in fact promote testers frequently; however, they are “also 


looking for talent outside the company.” 


JAMIL MOLEDINA is editor-in-chief of 


Game Developer. Reach him at 


ORIGINAL ART BY BENJAMIN WACHENJE jmoledina@gdmag.com. 
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GETTING YOUR FOOT IN THE DOOR 


This system is not a complete Catch-22, and there are ways to 
get on board the merry-go-round. First, if you Know someone in 
the industry, put this magazine down immediately and call him 
or her. Like most things in life, word of mouth is a common 
means of getting your foot in the door. According to Sammy 
Studios’ director of human resources Carla Block, “our most 
successful job resource is our internal referral system.” 

Given this fact, you should inject yourself into that internal 
system by networking. Jill Zinner, a recruiter with Premier 
Research, is a Strong proponent of forging personal connections 





A 


Jill Zinner, a recruiter 


with Premier Research 


< 


Portfolio shows, like this one 
at The Art Institute of 
California—San Francisco, 
allow you to showcase your 
work and network at the 


same time. 


with the developers of games you enjoy and respect. “People 
are gracious, they can offer to send your material on to H.R.,” 
she says, adding, “by asking to have some sample code 
reviewed, it shows your initiative, that you're thorough, and that 
you've taken the time to look things up—and wouldn't you want 
that person working with you ?” 

Today's job market is particularly thorny, with the dead hand 
of Adam Smith pointing cruelly at the intersection of supply and 
demand. Those rare positions advertised as requiring no prior 


experience are frequently filled by candidates with some level of 


experience. As with the connections though, you're In the 
position of “creating your own experience,’ as Marc Mencher, a 
recruiter with Game Recruiter and author of Get in the Game: 
Careers In the Game Industry (New Riders Publishing, 2002), 
puts it. There are opportunities in schools to make complete 
games. Also, you can use level editing and other tools for 
making mods of the games you like. In fact, Mencher points out 
that studios actively seek out the designers of the top mods, 
and hire the ones over 18. As another example, one of Zinner’s 
clients started out as an intern at Electronic Arts, and created 
some casual games using Criterion Renderware, Maya, and 
Photoshop, all before actually working at a studio. 

Furthermore, the pure entry-level position is definitely not 
extinct. Justin Jumani, senior technical recruiter, Microsoft 
Home Entertainment Division, points out that Microsoft Game 
Studios is “perfectly willing to train someone who just graduated 
from a university.” Similarly, for Sammy, QA positions favor 
experience but it’s not required. And while some level of 
expertise is required for a programming position, specific 
industry experience is not always a requirement either. Sammy 
also relies on the Game Developers Conference and portfolio 
reviews at art colleges for recruitment. 





Marc Mencher, a recruiter 


with Game Recruiter, and 
author of Get in the 
Game: Careers In the 


Game Industry 
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, senior 
technical recruiter, 
Microsoft Home 


Entertainment Division 


THE LITMUS TEST 

You put together a stellar resume packed with, say, an 
internship and created experience, researched the jobs 
posted on the sites listed in Table 1, and networked that 
resume along—and you've actually received a couple of 
calls. Depending on the position, you can then expect to 
undergo an art or programming test, which can vary in 
difficulty from a basic verification of 
your skills to a Kobayashi Maru, 
designed to test your behavioral 
response to no-win Scenarios. 
Activision uses testing as an initial 
screening tool, while Jumani says 
Microsoft uses it as a “bar for what 


Hiring Resources 
(Re BR ERNE DPT RNS CSR REINS 


College/university events 
Game company web sites 
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Dice.com questions to ask during the interview 
Gamasutra.com process.” Ubisoft Montreal’s recruiting provide a demo reel of your work. These demo reels are 
GameDev.net manager Suzanne Boutin uses them to particularly useful for showing the “range of abilities a 


Gamejobs.com 

Hotjobs.com 

Industry events (GDC, E3) 

Industry magazines (Game Developer, 


confirm knowledge and expertise, and 
tends to then “hire people that have 
training in the tools we use, such as 3DS 
Max, XSI, Unreal, Al, 3D programming, 


candidate has while demonstrating raw talent,” as Block puts it. 
Hiring managers then consider a matrix of factors, including 

technical ability, personal fit, and a passion for creating games. 

However, the hiring decision is based chiefly on the specific 


Develop) and so forth.” For art and design needs of the development team, so it’s critical to track the 
Monster.com positions, you can also be expected to development of games at studios, and tailor your strategy. At 
Recruiters the time of this writing, EA Canada was looking to hire 40 
Referrals 


software engineers, according to Nancy Gray-Starkebaum, EA 


CONTINUED ON PG 12 









Why does gaming professional 
Graeme Devine recommend 


The Guildhall? 


Simple. He helped design 
the curriculum. 


"There are many education programs out there, and 
while some seem successful, the heavy involvement of 
professional game developers makes a huge difference 
in The Guildhall at SMU. After completing The 
Guildhall program, students have definite experience 
gn making games - they actually graduate with four 
‘complete games in their portfolios. This unique level 
_of experience is only available at The Guildhall.” 


THE 


GUILDHALL 


St A em 
LEARN FROM THE PROS.. 


wb http://guildhall.smu.edu 
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modeling, continued refinement of rendering technologies and tools that J 


allow the creation of unparalleled effects and you get the evolution of 3D. 
Experience the power of the artist and application coming together. 
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Carla Block, Sammy 
Studios’ director of 
human resources 
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Nancy Gray-Starkebaum, 


EA Canada’s senior 


recruiting manager 


Table 2. News Sources 
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Canada’s senior recruiting manager (for a listing of resources for 
Staying Current on official and unofficial industry news, see 
Table 2). At the same time, the lines between different 
industries are starting to blur, and H.R. managers are getting 
creative to diversify their studio's talent. According to Jumani, 
Microsoft casts its net wide enough to include people who have 
related skills, such as art directors in the film industry. 


TURN THE TABLES 


While studios have the clear advantage in the interview, you 
certainly have the opportunity to turn the tables. While you 
should already have your research done and tapped your 
network for information, Mencher recommends that you ask 
about the job, and the work environment. “The smart candidate 
is In control of the interview,” he says. ‘The more you learn 
about the position, the more you can tailor your responses to 
position you as ideal for the job.” 

While each job will vary, the work environment can be 
researched in advance. For example, most developers and 
publishers have some kind of ongoing training program. Gray- 
Starkebaum notes that Electronic Arts operates EA University, 
which involves “a Series of classes, seminars, and group 
projects in which industry leaders share their experiences.” 
Microsoft offers a highly structured professional training 
program, and also offers an external tuition assistance program 
that reimburses up to $5,250 per year. Sammy provides a “Guru 
package program” that matches employees to a senior level 
employee in the same discipline, as well as a leadership training 
program. Ubisoft takes a highly personalized approach, in which 
“H.R. counselors are concentrated on developing competencies 
and know-how of internal employees through internal and 
external training,” according to Boutin. 

Most studios also pay close attention to quality of life issues. 
While the problem is sufficient to warrant an IGDA white paper, 
Studios are trying to balance their work environments. Most 
studios provide a mix of free food and exercise options, while 
some actually try to control work hours by enforcing core hours 
(such as Electronic Arts and Sony Online Entertainment). 
Furthermore, according to Zinner, hours are generally becoming 
more reasonable and jobs are more stable, since the overly- 
extended entrepreneurs who founded and staff these studios 
are now having children and saving for 
college. “They're getting too old for 
overtime,’ she says. 


Level UP 


So all went well, you got the job, and 
you've been working there a couple of 
years. However, your game ships and the 
Studio has no place to reassign you, you 
decide you don't want to get pigeon- 
holed doing a specific genre of games, or 
you simply get the two-year itch. What do 
you do? According to Zinner, you get a 
recruiter. Recruiters are much more 
effective than throwing your resume into 
the void, because recruiters “maintain 
strong referral networks and target 
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specific people for specific positions,” as she says. Mencher 
notes, however, that it’s not effective for developers to seek 
representation until they have at least two published titles 
under their belt. Otherwise, a recruiter does little more for them 
‘than they can do by themselves responding to postings on 
Gamasutra.com.” Furthermore, for positions other than entry- 
level, most of the larger studios have internal recruiters actively 
pinging the development community. And despite a Geneva 
Convention of non-compete agreements, studios frequently hire 
these internal recruiters as contractors—so they can pull a 
Guantanamo Bay and bypass the rules to recruit at will. 

When choosing a recruiter, it’s important to interview several 
and make an informed decision. The best way to interview one, 
according to Mencher, is to “just hang on the phone and talk 
about the industry.” Those who know what they're talking about 
are more likely to have the inside knowledge and the 
connections necessary to the job at hand. You should also 
continue to build your personal capital so that the recruiter has 
more to work with. Several ways to demonstrate your expertise 
are to write articles, speak at conferences, and run your own 
permanent web site or blog. 


THE ADVENTURE BEGINS 


Getting a job in the industry takes a lot of dedication, industry 
immersion, and research into the hiring practices of studios. 
Yet, that's just the beginning. Climbing the ladder within the 
studio, or diversifying your background by moving to another 
studio, requires that you hone those initial job-hunting skills 
and expand into areas of self-promotion that may not be second 
nature. However, after all that work, you've got something that’s 
exceedingly rare in life, a career that you enjoy. 


Note: Gamasutra.com and the Game Developers Conference are 
owned by CMP Media, which also owns Game Developer magazine. 
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michael saladino 


FROM ENTRY LEVEL 
TO MANAGEMENT: 


YOU'VE BEEN WORKING 16-HOUR DAYS FOR A MONTH. YOUR BOSS IS SCREAMING ABOUT ERRORS 
in the lightmapping routine you've been trying to pull together. You're tired, you’re angry, 
and your children don’t really recognize you anymore. You are a computer game engineer. 


And with the daily and hourly stresses that come with this position, stealing time to think 


about your future can be difficult. But everyone wants to grow in his or her career whether 





as a respected systems architect or a down-to-earth manager. Those of us with enough drive 


to work in this industry will undoubtedly always desire something more for themselves and 





their families. If you didn't care, you'd leave. And thus, climbing the corporate ladder is a 


common desire. But which ladder to climb and how to do it is the question. 
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MICHAEL SALADINO’s history in the game industry includes time spent at 
Parallax-Volition, Mobeus Designs, Presto Studios, and Microsoft. He’s now a aes a 
development director at Electronic Arts—Los Angeles, working on GoLvEnEve 2° . | 
while drinking cocktails on his purple velvet chaise. Contact him at 


msaladino@gdmag.com. 
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What steps should you 


take to succeed if you're 
not even in the game 
industry yet? Looking for 
internships is a good way 
into the industry while still 
in college. Most companies 
view interns as strong 
candidates for future 
employment, so hiring 
rates from intern positions 
are normally high. 
However, most companies 
solid enough to have intern 
positions normally receive 
10 or 20 times the resumes 
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Let's start at the beginning of any engineer’s career: general 
software engineer level 1. You are an implementer at this point 
with everyone above you making the decisions about the game 
and the technology. You are scheduled, assigned tasks, and 
tracked on progress. Perhaps you get to make small decisions 
for yourself, but for the most part you are being driven by the 
experience of the team above you. The first obvious step in your 
career development Is to grab a piece of the system for 
ownership. This will be your first chance to drive a segment of 
the technology as a showcase for your abilities in both 
technology and management. 

When handing authority to a person that has never had it 
before, most managers will take into consideration what the 
person truly finds interesting. Leveraging a person's love for 
a given system is always useful, although not always 
possible. For instance, most companies are not able to risk 
giving physics, graphics, or Al over to a first-time architect. 
It's just not realistic. Instead, management protects itself 
against the risk by assigning a simpler system such as an 
input library or a preprocessing tool. Regardless of which 
opportunity you are given, jump on it. This is your chance to 
show what you Can do. 


SYSTEM OWNERSHIP 


Begin by architecting the system right. Do not just start typing 
and think you'll wind up with something usable. Find out who 
in the company has the most experience with what you're 
doing. If you’re building an audio library, start by talking with 
an audio team member and gather his or her requirements 
and wish features. Chances are at least one engineer in your 
company has done this exact system before so meet with 
them and find out what went right and what went wrong. 
Learn from the history of those around you instead of trying 
to reinvent in a vacuum. Make sure you study research 
papers from industry sources like Game Developers 
Conference, Siggraph, and console advanced technology 
teams such as Xbox’s ATG. Search out ideas beyond your own. 


Once you gather ideas, you need to distill them into your 
own and create a technical design document. This document 
needs to convey the fundamental purposes of the new system 
along with implementation details and potential pitfalls as you 
perceive them. Be sure to discuss your long-term vision for 
the system. How do you See it being used in the current 
project and future projects—maybe even projects that 
dramatically change genres or platforms? Forward thinking is 
critical for designing new systems. No company today from 
the largest to the smallest can afford to rebuild fundamental 
systems for every game they ship. A well-designed system 
should last for many years before needing a massive overhaul 
in the face of new technologies. 

Once the technical design document is completed, share it 
with your fellow engineers and anyone who might come in 
contact with your system. Hold meetings to gather feedback 
on your ideas and really listen to what people have to say. 
Your ability to understand another person’s concerns is a 
valuable skill for anyone in a leadership position. A rough 
rule-of-thumb is that the entire design process should take 
about 20 percent of the total time you believe it will take to 
build the system. Some systems can be designed in a few 
days; others can take weeks, depending on the complexity 
and the cutting-edge quality of the code. The corollary to this 
concept is to make sure you don’t design endlessly. I’ve seen 
plenty of teams take months to develop nothing but paper. 
Remember, if a design process takes more than two weeks, 
you should start creating testbed code to prove your ideas as 
you design. Much like game design, trying to completely flesh 
out engineering on paper is a dead end. Designing is a 
delicate balance and too much can be just as dangerous to a 
project as too little. 

Now that you have a design, you can move forward with 
implementation and you are essentially what you were before: an 
implementer. However, at some larger companies you might have 
at least one engineer to help support the effort, 
maybe even more. This means that you are not 
just what you were before but instead are now in 
your first managerial role. Not that these people 
are necessarily reporting to you, but they are 
helping you turn your vision into reality by 
writing code. Your job is to make sure your vision 
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as open slots. Showing 
your passion for the 
industry is critical. Demos 
of game technologies 
you've implemented at 
school or on your own time 
go a long way to 
impressing those 
considering you. Most 
interns who make it into 
game companies 
demonstrate that they 
would make games as a 
hobby if not paid for it. 
Regardless of whether 
you enter the industry as 
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an intern or an entry- 
level engineer, there are 
some core elements that 
you need to remember. 
Plenty of engineers in 
and out of college would 
kill for a position in game 
development. If you've 
made it in, consider 
yourself lucky and know 
that you must prove 
yourself above all others 
in drive and talent. 
Working long hours will 
be mandatory. Your 
learning curve will be 


extraordinarily steep, so 
spend your time 
absorbing everything you 
can. Make it clear that 
you’re always trying to 
grow in your knowledge 
and expertise. Make 
every day count. You are 
in competition with 
everyone at the company 
and those still trying to 
get in. 

For more information, 
see the sidebar “Why 
Intern?” in the Game 
School Directory, page 48. 





comes through clearly and effectively. 
Managing the communication in your group 
is Critical to getting the most productivity out 
of every person. Hourly and daily 
communication through e-mail, meetings, and 
hallway discussions will help keep the vision 
consistent. Too often, engineers will rely on 
the technical design document to drive 
development. But two people can read the 
exact Same words and derive two completely 
different meanings. This is why discussion 
about the goal is the only way to be sure that 
everyone Is moving toward the same point. 
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SURVEY 


For a better sense 
of what other 
developers make, 
check out Game 
Developer's 3rd 
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Survey, February 
2004. It covers 
programming, art, 


animation, game 


design, production, 


quality assurance, 
and audio, all at 
multiple levels of 
experience. 

Visit WWW.gama 
sutra.com/store 
to get a copy. 
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Track progress daily; make sure schedules are maintained. 
And the most important part of this position is that you must 
be the No. 1 producer in the group. By owning the system, you 
need to be the superstar who's going to drive it, which 
includes managing communication, tracking progress, and 
pushing yourself to develop more stable code than anyone 
else. This is the way to earn the respect of those working with 
you on the system and the managers watching your progress. 
At this first step of management, do not let your authority go 
to your head and expect those working with you to build your 
system for you. You're still far away from that position. 

When developing a computer game system, it seldom starts 
and stops with engineering. More often than not, it involves 
artists, game designers, producers, musicians, or anyone of a 
dozen other disciplines that support game development 
every day. And it’s this cross-functional component that is 
most often the failure when building a system. Your job is to 
own the system to completion. Work closely with those 
outside your department to make sure they are supporting 
you as you need and vice versa. Demonstrate an ability to 
communicate and compromise when difficulties arise. Just 
don't demand that others drop what they're doing to support 
your effort. Instead, work with them and make sure they 
understand what is needed from you. Get them to promise a 
delivery date and hold them to it. 





GET A REAL JOB... 


But what if with your best effort, you still cannot get support 
outside your engineering department? Then it’s your problem. 
Yet, at no point should you think that the failure is someone 
else’s outside your department. Your job is to deliver the 
system. If others aren't supporting your effort the way they 
should, make it known to your superior and theirs. If your 
superiors see a roadblock, their job is to remove it, and they will. 
Don't make the situation confrontational, but be clear and firm 
when someone is not following through with promises. At the 
end of the day, your boss will not be interested in a last minute 
“it’s his fault” when your system isn’t ready on time. If a problem 
exists that you haven't been able to deal with personally, the 
sooner your manager knows about it, the better. 


LEAD ENGINEER 
After showing yourself to exceed in a position of system 
ownership, your next big step will be to drive the entire 
programming team. This involves owning the engineering 
vision for the entire project. There are essentially two different 
types of games made in our industry; tightly-scheduled, one 
year games and looser, long-term projects with massive 
research and development. Both will offer their own challenges, 
although | can say that for a first-time project lead, the short- 
term project is often a better starting point. Rookie team 
leaders can often wander off into the weeds too easily on their 
CONTINUED ON PG 20 
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first project if it’s a two-year or larger title. Instead, by putting 
rookie lead programmers on a tight project, the urgency is 
often the best driver in keeping them on track. 

One important mistake to avoid as a first-time lead 
programmer is the urge to rebuild everything from scratch. 
Hopefully, your experience building systems has taught you 
to reuse when possible. Now as a lead engineer, code reuse is 
essential. For any given project, only so much can be built 
from scratch while maintaining a realistic schedule. Whether 
you use code from your previous games or elect to use 
shrink-wrapped code from outside your company, a 
programmer's ability to understand the right time for code 
reuse shows your superiors a level of maturity. All great 
programmers want to write everything themselves. They 
want to solve the problems, and | admit I’ve been caught by 
this love of problem solving many times in my career. 
However, it’s a sign of a professional understanding when you 
Can put your own love of coding aside and know that 
someone else's work is at least acceptable for the purposes of 
shipping the game the company wants. Attention to fiscal 
realities is a cornerstone for a great lead programmer. You are 
reaching a level in your career where just writing code is not 
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enough anymore,which begs the question, what does a lead 
programmer do on daily basis? 

It all depends on the maturity of your particular company. At 
today's major players like Electronic Arts and Microsoft, a lead 
programmer is not really a programmer anymore. If your team is 
more than five people, a lead should not own any systems due to 
the massive time drain they cause. Instead, you should be 
tracking the overall engineering schedule every day. You should 
work constantly with your subleads to make sure they are driving 
their particular system forward in a way that you deem correct. 
You should fight the biggest fires wherever they pop up every day. 
You should spend time in meetings with producers, art directors, 
and game designers as you audit their engineering requests and 
enlighten them on how the engine works. Your day is defined by 
lowering and raising the level of concern among your fellow leads 
whenever it’s not at the appropriate level as you see it through 
your engineering scope. Your management and communication 
skills are now more important than your ability to write a vertex 
shader. Congratulations, you’re a lead engineer! 

Developing your team Is not necessarily a daily concern but a 
constant one just a layer beneath whatever the current fire is. You 
are responsible for hiring and firing on your team, and you must 
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take care of situations before they get out of hand. If 
you have open head counts, you must take time 
every day to fill them whether it’s through interviews 
or just reviewing incoming resumes. If you have 
underperformers, you must take steps quickly to 
resolve the problem by either turning them around 
or firing them within a matter of months. 

But team development is of course more than a 
revolving door of people coming in and out. It’s 
about talented engineers who have been working 
at the company for four weeks or four years. Make 
sure you are aware of their personal goals. Are 
they happy in their current assignment? Do they 
want to rise into project leadership? Or maybe 
they want to grow into the senior architect at the 
studio. Whatever they want, it’s your job to make 
sure they are aware of the most direct path to 
reach their goal. Remember that as a lead 
engineer, every member's success is now your 
success. Their failure is your failure. 

Finally, perhaps the most important aspect of 
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being a lead programmer is 
protecting your team from upper 
management. Upper management is 
often cursed with thinking way 
outside the box, but at the end of 
the day that’s really their job. But as 
a departmental lead, your job is to 
protect your team from wild focus 
shifts that might come from off-the- 
cuff hallway conversations with 
senior management. Upper management and external 
publishers alike often throw ideas around just to hear what 
other people think. Sometimes they forget about it as soon as 
they leave the room because they were just thinking out loud. 
The problem with many departmental leads is that they take 
every last detail from these blue sky sessions and convey 
them to their teams as the new direction for the product. This 
is not effective management; this is regurgitating whatever 
your boss says to you. That’s not your job. As a lead engineer, 
your job is to translate the high concept desires of upper 
management into a real world development task. And the less 
you seem like a puppet to your team, being yanked from one 
idea to the next, the more they will be willing to work for you 
and for a consistent engineering vision. 





UPPER MANAGEMENT 

So what's next for the engineer who reaches lead? I’ve known 
many in my career who get a taste for a real lead position and 
realize that what they enjoy most is programming. These people 
eventually return to their roots in the form of architects, 
technical auditors, or simply incredible engineers. Others find 
the management of people intoxicating like | do. It’s as if 
managing people were the same kind of problem-solving they 
did with code, only using a fuzzy state machine instead of a 
discreet one. Whatever the reason for striving toward upper 
management, you will leave behind the discipline that brought 
you. | stopped writing code at Microsoft for a while and I’ve 
definitely stopped here at Electronic Arts. | miss it, but | like the 
new challenge of management just as much. 

These upper management positions vary from company to 
company. Maybe you want to become a producer, in which case 
you should use your time as a lead engineer to demonstrate 
your ability to create great game decisions. Or maybe you want 
to be a development director where you spend your days 
managing the entire cross-discipline team while attempting to 
convert a producer's vision into a real game. Or maybe you want 
to be a studio head at your own startup where you spend your 
days dealing with financial numbers and making sure you meet 
payroll. How ever your love of games takes you into upper 
management, you are now a pure communicator. You manage 
expectations, you control views, you apply spin. It's the realm of 
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politics with all the good and evil that comes with it. 

The transition from lead engineer to upper management is a 
difficult one where you will probably spend years demonstrating 
an aptitude for a task beyond your current job title. You have to 
make sure that your manager understands your desire to rise 
higher in the company. Unfortunately it’s incredibly difficult for 
many to see an engineer as anything but. It’s as if promoting 
them into a non-engineering specific position were somehow a 
waste of a perfectly good engineer. Our value becomes our own 
limiting factor. Only by constantly demonstrating your pure 
management skills will you be able to reach the next plateau. 

Which brings me to the last point about controlling your career 
ladder: changing jobs. It’s a reality that most companies will 
prefer to hire from outside instead of promoting from within. It's 
what | call “the grass is always greener” mentality. It’s the classic 
management blunder that says, “Instead of promoting the 
person | Know along with their known flaws, I'll hire someone new 
that | know very little about because | don’t know what his flaws 
are and therefore he might not have any.” Crazy? Sure. But 
extremely common. This is why changing jobs can be extremely 
valuable for an engineer not just for the major leap into upper 
management but for all levels of promotion. Switching jobs Is 
often the quickest way to climb your career ladder. 

But other than title and salary growth, moving from company 
to company can be extremely valuable in other ways. Moving 
between different companies is like studying abroad for a 


















Why does gaming professional 
Richard ‘The Leveic 
recommend The Guildhall: 


Simple. He helped design 
the curriculum. 


“The Guildhall curriculum was prepared by game ___ 


developers for game developers. Local and 
national veterans of the gaming industry are 
involved in every aspect of the program, 
from designing the coursework and 
lecturing to team participation, project ““@® 
reviews and final student evaluations. 

We are actively involved because we are. 
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semester: it gives you a chance to see new ways of doing things 
that would be impossible if you stayed in one place. It's a form of 
expanding the technology gene pool, which can be good for both 
the individuals and the companies that hire them. From my time 
at Microsoft, where | helped oversee dozens of titles, my 
understanding of the industry as a whole grew dramatically and | 
would never trade the knowledge that | gained. This is not to say 
that staying in one place is inherently bad. Some companies do 
reward loyalty. Some really do have stock options that are worth 
something. But moving around, especially in your early years, 
can be your most enriching experience as an engineer and help 
build you into a person who understands the “challenge of 
change’ that all managers must deal with daily. 

In the end, I’m speaking to you as an 11-year veteran. | 
started as a graphics engineer in the days of software 3D 
rendering. | grew through lead graphics to project lead. | tried 
my hand at producing. | managed development at a first- 
party publisher. And now I’m at Electronic Arts helping to 
drive the development of GoLoenEYe 2 along with an extremely 
talented group of managers, producers, and developers. 
Climbing the corporate ladder gives me the chance to always 
redefine myself and find new challenges to overcome. So 
whenever things calm down enough for you to breathe again, 
take a moment and think about where you want to be in a 
year, or five, or 10. 
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JAMESON DURALL PETE ROBERTS 


__ WE INVITED FIVE NEWCOMERS TO THE GAME INDUSTRY TO REFLECT 
on their education. The fact that their talents and skills are now being 
put to good use by established game studios proves they did 
something right. But education, especially the kind required to keep 
up with the fast-paced game industry, is a continuous process. So we 
chose five budding developers, each representing a distinct aspect of 
game development, and asked them to share with us not only what 
they did right but what they wish they had done differently. 

—Kenneth Wong 
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| AM A 3D ENVIRONMENT ARTIST CURRENTLY INVOLVED IN DEVELOPING 
a game called PsycHonauTs for Double Fine. In my opinion, the best way to 
Start a career in the ever-changing videogame industry is to get real world 
experiences. | started by choosing to become a professional artist. As an 
artist, developing games is the best choice of vocation for me because it 
fits my favorite pastime: playing games and making art. | graduated from 
The Art Institute of San Francisco, Calif., with a BSc in Media Arts and 
Animation. After my second year of school, | chose to become an intern at 
Double Fine. Over time, | was given more responsibility to oversee a 
greater number of tasks. The job really became full time. 

Attending school while working on games helped me choose important 
classes that benefited my development as a 3D environment artist. 
Modeling, texturing, animating, and scripting classes proved to be the 
most important to me. Among them, 3D modeling was the most 
significant skill to what | do today. Texturing comes in second and 
animation was last (but certainly not least}. Today’s games have 
characters that interact with their environment in real time, sometimes 


even changing it entirely by a single 
action; moreover, Scripting 
knowledge can speed up your work 
and help you understand how the 
game and various modeling 
programs work together. In addition 
to the skills mentioned above is 
game design—the real mojo of 
making games. | put all of them to 
use on a daily basis. Regardless of 
the technology you specialize in, pees Tick 
basic skills such as artistic EE com 
knowledge, drawing, storytelling, 
and painting will prove useful too. 

There are always things you wish you could had done while in school. In 
my case, | wish | had taken a serious career-development class—something 
that focuses on getting the student into his or her first job. That type of class 
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I'M A CHARACTER ANIMATOR AT 
Oddworld Inhabitants. | graduated with a 
degree in Computer Animation from Full 
Sail in November 2002. After | graduated, 
| had a brief freelancing stint on a Gl Joe 
commercial before moving to Pasadena, 
Calif., to work on Fear EFrect 3 at Kronos 
Digital Entertainment. 

Going to a technical school, like Full 
Sail, to study computer animation really 
helped me develop skills that are key to 
my survival in this industry. One of the 
biggest skills | developed was getting 
used to the demanding hours we 
usually have to spend working on 
games. If it wasn’t for the classes and labs at all hours of the 
morning in school, | probably would have had a rude awakening on 
my first crunch night on the job. | also learned the importance of 
getting my work critiqued by peers as much as possible. Back in 
school, this was essential to help nail the basics. In the workplace, 
it helps keep my work in line, making sure I’m reaching the bar set 
by the other animators as well as leaving room for even more 
ideas. It really helps push my work much farther to sometimes 
hear someone else point out, “Wouldn't it be cool if we did this 
here?” Another thing that my school supported was attending 
industry events, like Siggraph or local IGDA meetings. Going to 
Siggraph while | was in school was one of the best things | did. Not 
only did | get to meet some awesome people who shared my 
passion, but | also learned more there than | did in classes. 
Attending events like Siggraph and GDC can be a steppingstone to 
launching a game career. Hearing how things are done in other 
production environments keeps me from unnecessarily 


MATTHEW SCOTT 
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reinventing the wheel every time | run into technical barriers. 

Technical schools can be great places for overall preparation for a career in 
the industry, but there are specific areas where some may fall short. When | 
was in school, | went through two months of animation classes and was able 
to pick up the basics. But any experienced animator can tell you, someone 
who wants to specialize in the animation field needs much more than that. 
I'm finding that traditional art skills are also critical to the job. Not only can 
that help improve animation skills, but the basics of character design, color 
theory, and good composition can make a graduate more valuable to the 
Studios, since they need their artists to be versatile. Even though | am in the 
animation field, | could have used some technically-advanced, game-art 
classes. Learning about normal mapping, hardware shaders, and different 
methodologies required to create them would have been incredibly helpful. 
Right now, it seems game-art classes are a few steps behind the industry— 
they really need to be on par with it, if not a few steps ahead. 


ACG still from the opening movie of Oddworld’s STRANGER, a game Matthew Scott helps animate. 
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could help a student figure out how to engage In 
awkward discussions about his or her future in the 
company, what the fair wages for entry-level positions 
are, and so on. To feel comfortable talking about these 
issues can be very helpful for a student seeking an 
entry-level position, especially when talking directly 
to a future employer. 

Commitment to my school projects as well as work 
has been conducive to my art career. Keeping up 
with the demands of a full-time internship, where | 
gained the professional experience | needed, anda 
busy school schedule, where | acquired the 
knowledge that complements my work, was an 
exhausting combination. But it gave me a better idea 
of what | wanted and needed to learn to become a 
professional artist. l’d suggest anybody seeking a 
game career do the same. 
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In this environment, created by Kjeld Pedersen for the upcoming game Psycuonauts, the psychic hero Razputin 
psy-floats into the World of Waterloo. 
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| AM A GAME DESIGNER, 


an Oddworld Inhabitant, 


with the programming team and know 










the limitations of the game engine. 
Game designers are becoming much 
more technically savvy these days, as 
they are often given complex tools to 
design their games. Having a solid 
technical background will help any 


currently working on 
STRANGER, an Oddworld 
installment in development. | 
recently graduated 
salutatorian, with an 
Associate of Science degree 
in Game Design from Full Sail: 
Real World Education. Full Sail 
iS an intense experience that 
closely emulates the 
conditions of a real game 


game designer adapt to a new tool set 
quickly and be able to create new 
content In a timely manner. 
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‘All rights teats While these courses gave me a solid 
background in the industry, the area | 
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CG Still from the opening movie of Oddworld’s development studio. Banker's 
hours do not apply (vampire 
hours do}. Between class 


hours, lab sessions, 


STRANGER, a game Jameson Durall is involved in 
designing. 





Studying, and occasional 
Sleep, there truly is time for little else. It takes complete dedication to 
succeed at Full Sail, but you'll come out ready for the real world. 

Before entering Full Sail, | had never even attempted to learn a programming 
language. Luckily, students are taught from square one. Although the lessons 
are intense, you are given all the tools you need to be a proficient coder. The 
main focus of my studies at Full Sail was game programming; the minor focus 
was game design. The programming classes consisted of C++, OpenGL, 
DirectX, Structure of Game Design, and then the last two months were used to 
program an entire game. Aspiring game designers may find this discouraging, 
but they shouldn't. Knowing how to code has been my greatest attribute, since 
it makes scripting a breeze, but most importantly, it helps me communicate 


working with 3D modeling tools and level 
design. There were some classes that 
touched on these areas, but a game designer would need more experience. In 
my current position, a good knowledge of Maya has been crucial to my ability to 
design levels, create them, and add the game play to make the level interesting. 
Game designers are no longer just idea people; they are now required to 
generate ideas and then use the tools available to make them come to life. This 
is why having a solid technical background is becoming much more crucial; for 
me, it was a huge factor in getting a job at Oddworld Inhabitants. 

An education in game development is becoming more and more necessary to 
breaking into the industry. Game schools are becoming more common and the 
level of education they provide is increasing every year. Development studios 
recognize the added value of getting employees with a solid working knowledge 
of the industry. This being said, it’s important for any aspiring game designer to 
remember that an education is a tool: it will help prepare you for what lies 
ahead, but it takes a lot of hard work and dedication to be successful. 
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THIS MAY, | GRADUATED 
from the Music 
Technology program at 
Northeastern University 
(NEU). 1am currently in 
training at dSonic, getting 
my feet wet, learning what 
goes into creating and 
implementing sound 
effects and music for 
games. | also work as a 
sound engineer at the 
Boston production of the 
Blue Man Group. 

While at NEU, | spent a 
large amount of time in 
the production studio. 
This is where | learned 
most of the skills | find 
myself using today. The 
school had a few 
classes that taught the fundamentals of synthesis. 
These classes were essential to my understanding 
of how sound is produced and how to manipulate 
different waveforms to make great sound effects. 
The classes at NEU made me practice my skills. For 
example, they forced me to write music when | 
didn't feel particularly inspired. This constant 
pressure to produce—a realistic expectation for 
working in any creative field—allowed me to learn 
quite a bit on my own. Being new to the game 
industry, | see that one of the main skills needed is 
to be on top of the ever-changing tools and 
technology that come your way. Being curious 
about technology and trying things out helped me 
a lot in that respect. 

| wish | had taken more programming classes. There 
was one Class required by the Music Tech program 
that taught HTML and Action Script. NEU offered 
classes in C++ in their Computer Science program. 
Because the Music Tech program was so newat the 
time, and the curriculum constantly changing, | didn’t 
get to learn C++ in my senior year as expected. It 
would have helped me a lot if | had. | also wish there 
had been more emphasis on interactive music in my 
education. This was something people talked about a 
great deal, but no one ever had access to the tools 
that would have let us see (or hear] what this was all 
about. In my own time, however, | did learn the UNREAL 
engine to the point where | could build a level and add 
in my own sounds. Learning a game engine and 
understanding how that works were very useful. Even 
though | don’t want to be a designer, understanding 
about all the different disciplines that make upa 
game gives me an advantage. 
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THE PRIMARY REASON I’M A PROGRAMMER 
today is because the PC from my early 
teens wouldn't run the latest games. | 
never got to play games like Doom, so | 
Started messing around with Qbasic 
instead. At first, | made alterations to 
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existing programs, but | was soon 
writing games and modeling stuff | had 
learned in physics and math classes at 
school. Physics and math were my main 
subjects (with English literature making 
up the third]. | wanted to do art, but my 
school seemed to think anyone with a 
scientific leaning couldn't possibly want 
to do art, so it made the two mutually exclusive. When | was thinking about 
applying for a Computer Science degree, my ill-advised career advisor told me 
universities were unlikely to accept me because | hadn’t done any at school 
[nonsense}. | decided to study physics regardless. 

| studied at Nottingham University for four years, 
during which time | had little experience in 
programming, although a quick look at some 
course web sites shows C is taught on a lot of 
physics courses today. In our final year we did a lot 
of coding, which reawakened my interest in 
programming; it wasn't long before | found myself 
volunteering to do all the coding in group projects, 
rather than the physics stuff. By then, I’d kind of 
lost interest in physics. Four days work per 
semester (one for photocopying, three for 
learning) proved enough to pass exams, but not 
enough to become a great professor. 

| decided to pursue an MSc in IT, hoping to learn 
more programming. The location, Nottingham (a 
choice influenced largely by friends and girlfriend 
at the time], did offer some courses that were fairly good—well, about two- 
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thirds were good. The best thing about it was the dissertation, where | got to 
shape the course to my tastes and that’s where | learned C++, doing an 
evolutionary locomotion project in the vein of Karl Sims’ (computer graphics 
artist from MIT Media Lab, head of the visual-effects firm GenArts]. Laziness, 
girlfriend, and lack of money lead me to taking a job in the department as a 
teaching assistant for the next two years. This was a useful experience; it 
taught me a lot about coding. Helping other people learn to code is great for 
your own skills. It was inevitable that | should apply for a game job; it was 
what I'd really wanted to do all along. 

Was | ready to work in games? On the one hand, not having studied Computer 
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Science has left some gaps to fill. My programming is largely self-taught and 
I've started reading some decent books [like Effective C++ and More Effective 


C++ by Scott Meyers) to bring me up to speed on 
the finer points of C++. The most useful thing | 
have from my history is, without doubt, math. It’s 
good being forced to recollect bits of math now and 
again and put them into practice. As far as basic 
ability goes, | think the two years of programming | 
did when my mind was young and pliable is worth 
more to me than about five years worth of 
intensive learning today (now that the old memory 
loss thing is kicking in). | hope to work in games for 
as long as possible, because, as my a friend here 
asked the other day, “What do coders do if they 
don't code games?” 









Learn to develop and manage game environments and visualization 
applications. Marist College’s 100% online Computer and Video Game 
Developer Certificate teaches the techniques and engineering principles 
behind today’s high-end videogame technology 
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C/C++ Programming for Games 
Mathematics for Game Developers 

3D Graphics Programming with DirectX and OpenGL 
3D Engine Programming 
Artificial Intelligence 


www.maristedu/gce/gaming | 888-877-7900 | gaming@marist.edu — 
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KENNETH WONG is the 
departments editor at Game 
Developer. Reach him at 


kwong@gdmag.com. 
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Screenshots from 
QUAKE III: ARENA, a 
game that owes its 
look partly to Paul 
Jaquays 


THE 
TEACHING 


DILEMMA 


The rapid growth of game schools is 





creating a demand for veteran 
developers who can teach. But finding 
someone with the required academic 
credentials for teaching accredited 


courses proves a challenge. 


» 

Dr. Peter Raad, 
executive director 
of The Guildhall at 
Southern Methodist 
University 
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THE VIDEOGAME INDUSTRY IS A RELATIVELY YOUNG ONE 
(roughly 30 years, counting from the birth of Ponc] with an even 
younger scholastic tradition. Studying videogames as a formal 
academic pursuit is a fairly recent phenomenon; in fact, so new 
is this branch of learning that, to avoid raising too many 
eyebrows, most academic institutions prefer to 
introduce their game courses as part of some other 
established discipline, such as interactive media, 
computer science, or digital art. So there's not yet a slew 
of scholars with advanced degrees in videogames. 


Givi CREDIT WHERE IIS DUE 


In academia, legitimacy comes in the form of 
accreditation. Under the guidance of the Council for 
Higher Education Accreditation, various accreditation 
organizations throughout the country regularly review 
and approve curriculums offered by schools to make 
sure their courses are taught by instructors with suitable 
credentials. Ideally, a course should be taught by 
someone with a terminal degree, the highest degree 
granted for this particular field. That’s why, at the 
university level, for example, English courses are taught 
by those with PhDs [with only a partial grammar-school 
education, Shakespeare might not be allowed to teach 
his own plays at a university). 

English study has been around for quite some time as 
an undisputed academic discipline, so finding a gray- 
haired PhD in this field should be no problem. But finding 
a veteran developer, gray-haired or otherwise, with 
equivalent credentials for teaching an accredited course 
in videogames is not that easy. Marc Sherrod, academic 
director of The Art Institute of California, San Francisco, 
has been interviewing potential game-course teachers 
lately; he finds that, “traditionally, game industry 
professionals don’t always have a bachelor's degree, let 





alone a master’s. It’s hard to turn away extremely experienced 
individuals who have no formal degrees. These are people with a 
passion for teaching, an immense database of knowledge, and 
the ability to help students learn complex issues.” Dr. Peter Raad, 
executive director for The Guildhall at Southern Methodist 
University, an education program for digital game development, 
says, in his experience, ‘people with qualifications as both 
academics and professional game developers are difficult, but 
not impossible, to find,” and recruiters may need to put in “extra 
effort to fill those positions.” 

The accreditation boards recognize that for subjects that have 
not traditionally been academic studies, a slightly different 
approach is called for. Different accreditation organizations use 
different methods to address these cases. Josephine Leong, the &. 
chair of Interactive Design and Game Development at Savannah Quake Ill: ARENA 
College of Art and Design (SCAD), explains, “Someone who has 
the experience but doesn’t have the required educational 
background will have to be ‘justified’ to teach. This requires good 
documentation of work experience, such as published titles, and 
good references.” SCAD is accredited by the Commission on 
Colleges of the Southern Association of Colleges and Schools. 

The Guildhall’s Raad says, “People with the requisite 
knowledge are teamed with other teachers who have the 
appropriate associated’ areas of expertise.” Accredited by 
Southern Association of Colleges and Schools, the Guildhall has 
a faculty that includes, among other names, Wouter van 
Oortmerssen (PhD, Computer Science; MA, Computational 
Linguistics], a developer behind FarCry; Atussa Simon (BSc, 
Electrical Engineering), the CEO of Artemis software; and 
Jonathan Skinner (BSc, Astronomy}, a level editor on Doom, Quake, 
Quake Il, and Quake Ill: ARENA. The variety of academic and 
professional credentials in these instructors’ backgrounds 
shows a careful act of balancing. And that, according to Raad, 
works well for a multi-disciplinary field such as gaming, 
“residing at the intersection of computational sciences, 
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AGE OF MYTHOLOGY 


screenshot 


veteran game 
developer and 
Guildmaster, The 
Guildhall 


engineering, fine arts, humanities, social sciences, business, 
and cognitive sciences, among others.” 


WHERE DID HE LEARN TO DO THAT? 


Paul Jaquays has a game career that's as old, and as young, as 
the industry itself, dating back to the early days of Dungeons & 
Dragons on pencil and paper (the “pre-digital age,” as he calls 
it}: “When | started, there wasn’t much of a digital game 
industry. At Coleco [makers of the ColecoVision console] in the 
early 1980s, | was part of the pioneering process.” His game 
credits include THE FELLOWSHIP OF THE RiNc from Interplay; Quake Il, 
QUAKE III: ARENA, Quake Ill: TEAM ARENA from id Software; and Ace oF 
MyTHoLocy from Ensemble. Presently a content designer at 
Microsoft Ensemble Studios, he also holds the title of 
Guildmaster at the Guildhall. In addition to lending 

his recognizable name and presence to the school’s promotional 
literature, he also helps develop a portion of the school’s 
coursework. 

In Jaquays'’ case, his first job in that pre-digital era was an 
illustrator position, so his college Fine Arts degree stood him in 
good stead for easing into the professional realm. But once 
there, working in the new digital medium, he acquired additional 
vocational education as he helped redefine what constituted 
interactive entertainment. “My training was on the job, where 





we were establishing the procedures and processes needed to 
make videogames,” Jaquays says. “In 1982, there were no 
computer game designers—other than programmers—making 
videogames, and few artists even knew what pixels were, let 
alone how to make them. Part of my job back then was to bring 
traditional artists—and non-digital game designers—up to 
speed in the exciting world of 8-bit digital art.” 

CONTINUED ON PG 36 
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THE TEACHING 
DILEMMA 


CONTINUED FROM PG 34 


Jaquays sees his involvement with the Guildhall as fulfilling 
‘the duty to the craft,” the obligation to pass on knowledge 
and training to those who would follow after him. He places a 
lot of value on what his college art professor taught him. But, 
in his opinion, “The most important things a developer can 
bring to an institution are his or her understanding of the way 
the game industry works, master level strength in the 
appropriate job skills, and the ability to teach and inspire 
Students to achieve their own mastery.” Jaquays assumed 
the Guildmaster’s advisory role by choice because he’s more 
interested in developing and organizing the content of the 





classes at the Guildhall. But there are other veteran 

developers, Jaquays’ contemporaries, who share not only his 
professional development but also his philosophy in passing on 
what they know. What if their educational background—or the 
lack of it—prevents them from getting involved in the education 
of the next generation of videogame makers? 


EVOLVE TOA DEGREE 


Universities today are nothing like the stereotypical, cloistered, 
medieval learning centers far removed from the developments 


of the rest of humanity. Still, once in a while, a new discipline 
emerges and crashes through the relatively insular world of 
academia, presenting scholars with unforeseen challenges. That 
was the case, as Raad recalls, when computers became an 
academic discipline, but “over a period of years, a curriculum for 
computer science appeared, which involved teaching 
mathematics, electronics, logic, and programming.” Back then, 
in the dawn of the information age, schools had to find 
ingenious ways to overcome the shortage of programming 
scholars with PhDs. Relying on historical precedence, Raad 
predicts the present challenges in recruiting qualified 
videogame course professors will eventually disappear. 

That should not, however, stop current industry veterans 
without a terminal degree from sharing their knowledge and 
expertise with budding game developers. They can get involved, 


FOR MORE INFORMATION 
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like Jaquays has done with the 
Guildhall, in an advisory capacity. 
The Art Institute organizes 
advisory group meetings several 
times a year, allowing 
experienced developers to inform 
faculty members of technology 
trends, job opportunities, and 
vocational requirements. The 
school’s San Francisco chapter 
has recently launched a “Legends 
of the Game Industry” speaker 
series, which debuted with the 
Sims's Creator Will Wright in 
February. 

SCAD's Leong suggests giving 
presentations at schools and 
industry conferences; this 
approach gives veterans the 
teaching experience they might 
not otherwise have. Leong also 
hopes to see some type of 


| 


Josephine Leong, 
chair of the 
Interactive 
Design and Game 
Development, 
Savannah College 
of Art and Design 





Standardized benchmarks emerge among accreditation 
organizations to address the shortage of videogame teachers 
during this interim: for instance, industry veterans who can 
back up their bachelor’s degrees with seven years of relevant 
industry experience or more might be deemed suitable for 
teaching; or those with 15 years of relevant industry experience 
or more might be allowed to become instructors even if they do 
not have a degree. 

“Published magazine articles, regular contribution to online 
sources, some teaching experience—a combination of these 
can speak highly of a person's ability to convey the wealth of 
knowledge he or she has acquired and can function currently as 
a reasonable substitute for the lack of a degree in an advisory, 
though not a teaching capacity,” says the Art Institute’s Sherrod. 
He hopes that someday directors of game programs can justify 
the qualifications of a faculty member without a degree through 
certifications in programming languages, published titles, and 
industry experience. The Art Institute of California, San 
Francisco, is accredited by the Accrediting Council for 
Independent Colleges and Schools. 

‘Accreditation organizations do an excellent job carrying out a 
difficult function’—that of guaranteeing the quality of the 
education students receive, says the Guildhall’s Raad. He points 
out these organizations are also “a reflection of their 
membership. Since institutions of higher learning inevitably 
evolve and grow with the needs of society, the sphere of 
accreditation will embrace new academic disciplines while 
maintaining the high standards that we all desire.” =: 
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Marc Sherrod, 
academic director 
of The Art Institute 
of California, 

San Francisco 
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GAME SCHOOL 


“» > EACH YEAR, GAME CAREER GUIDE PROVIDES A DIRECTORY OF INSTITUTIONS THAT 


offer educational or skill-building game development programs. Many schools 





have established self-contained game development departments while others 


teach courses within a larger department, such as Computer Science or Fine Arts. 


ABBREVIATIONS 





Primarily, Game Career Guide lists schools in North America, although a few 
G Graduate program 


international ones have been added this year (See page 60). For complete | International students 
NR Non-state residents 

R State residents 
institution directly. U Undergraduate program 


—Jill Duffy 


information regarding any school on this list, please consult the 
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3D-Online, affiliated with UC Berkeley, Los Angeles, CA Yes 1998 $500 single course to $20,000 per Yes Certificate, Bachelors 


UCLA, UC Irvine, USC year, privately 


DISCLAIMER. All information contained in the Game Career Guide 2004 game school directory has been provided by school officials and should be verified with the institution, including 
accreditation. The exclusion or inclusion of any institution in this listing, both domestic and foreign, does not reflect its merits, ranking (official or unofficial), or credibility. Figures pertain to 


the academic year 2004 or 2003 as updated by officials. All images have been provided courtesy of the institutions listed in this directory. 
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Academy of Art University San Francisco, CA Yes 1992 $550 per credit (U); $600 per credit (G) Yes AA, BFA, MFA, online programs 
Academy of Game Entertainment Hollywood, CA Yes 2001 $1,250 per class No Certificate of completion 
Technology 
Alberta College of Art and Design Calgary, AB 1998 $1,908 (R); $4,770 (NR) per semester Yes BFA 
Algoma University College Sault Ste. Marie,ON ‘Yes $4,148 per year Yes BA, BS, BFA, 
Art Center College of Design Pasadena, CA Yes $11,725 per semester Yes BFA, BS, MS, MFA 
Art Institute of Atlanta Atlanta, GA Yes 1994 $355 per credit Yes BFA, BA, BS, Associates 
Art Institute of California—Los Angeles Santa Monica, CA Yes 2001 $66,692 full tuition incl. fees Yes BS 
Art Institute of California—Orange County = Santa Ana, CA Yes 2002 $355 per credit hour Yes AS, BS 
Art Institute of California—San Diego San Diego, CA Yes 2002 $355 per credit Yes BS 
Art Institute of California—San Francisco San Francisco, CA Yes 1998 $373 per credit hour; $5,968 per quarter Yes AS, BS 
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An audio studio at the Center for Digital Arts 


at Mercy College 
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Introduction to 3D Graphics Programming, Game Engine Fundamentals, Game Single course to4 years 100% 10:1 310.406.1169  www.3d-online.com contact@3D-Online.com 


Development and 3D for Web and Wireless Devices 


Computer Arts (Game Design, 3D Modeling, 2D and 3D Animation, New Media, 4 years (BFA), 2 years (MFA), Yes 11 800.544.2787 www.academyart.edu info@academyart.edu 


Web Design, Visual Effects) 3 years (certificate) 

Game/Level Design, 3D Modeling/Animation/Graphic Programming, Al Programming, 10 week courses 75% 12:1 323.466.4300  www.academyofget.com info@academyofget.com 

Physics Programming, Sound Design, QA Testing, Unreal Engine Game Design 

Visual Communications Design, Media Arts & Digital Technologies 4 years 20:1 403.284.7600  www.acad.ab.ca admissions@acad.ab.ca 

Computer Science, Information Technology, Fine Arts 3-4 years Yes 25:1 888.ALGOMA.U —- www.auc.ca info@auc.ca 

Product Design, Transportation Design, Environmental Design, Graphic Design, 8 semesters (U), 94% 12:1 626.396.2373  www.artcenter.edu admissions@artcenter.edu 

Illustration, Photography, Film, Advertising, Fine Arts 6 semesters (G) 

Digital Media Production, Game Art & Design, Graphic Design, Media Arts & 7-12 quarters 80% 16:1 770.394.8300;  www.aia.artinstitutes.edu aiaadm@aii.edu 

Animation, Multimedia & Web Design, Photographic Imaging, Video Production 800.275.4242 

Game Art & Design 12 quarters Yes 20:1 888.646.4610; — www.aicala. marseilf@aii.edu 
310.752.4700 —_artinstitutes.edu 

Media Arts & Animation, Graphic Design, Game Art & Design, 12 quarters (BS), Yes 11:1 888.549.3055; — www.aicaoc.aii.edu greyi@aii.edu 

Multimedia & Web Design 7 quarters (AS) 714.830.0200 

Media Arts & Animation, Multimedia & Web Design, Game Art & Design, 12 quarters Yes 20:1 858.598.1399;  www.aicasd. parks@aii.edu 

Graphic Design 800.591.2422 —_artinstitutes.edu 

Game Art & Design, Visual & Game Programming, Media Arts & Animation, 12 quarters (BS), 88.5% 16:1 888.493.3261  www.aicasf.aii.edu aisfadm@aii.edu 

Multimedia & Web Design, Graphic Design 7 quarters (AS) 
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Art Institute of Charlotte Charlotte, NC Yes 2000 $37,408 Yes Associates Applied Science, Certificate 
Art Institute of Colorado Denver, CO Yes 1995 Varies Yes Associates, BA, Diploma 
Art Institute of Dallas Dallas, TX Yes 2002 $360 per credit hour Yes Certificate, Associates, BFA 
Art Institute of Fort Lauderdale Fort Lauderdale, FL Yes 2002 $5,205 per quarter Yes BS 
Art Institute of Las Vegas Las Vegas, NV Yes 2001 $66,006 Yes BS 
Art Institute of Philadelphia Philadelphia, PA Yes 1994 $353 per credit Yes AS, BS 
Art Institute of Phoenix Phoenix, AZ Yes 2001 $325 per credit hour Yes BA 
Art Institute of Pittsburgh/ Pittsburgh, PA Yes 2001 $373 per credit Yes BS, Associates, Diploma 
Art Institute Online 
Art Institute of Portland Portland, OR Yes 1998 $341 per credit Yes BS, AA 
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Interactive Storytelling: 
Techniques for 

21st Century Fiction — 
Glassner 

March 20 2004; 528 pp., $35.00 


ee a ssner’s book is the most com- 
prehensive and in-depth reference I have 
seen that examines how both story and 
games can umes can werk in concert to create the fu- 
ture of storytelling. —s 


—Chistopher Saar University of Central Florida 
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This book sk introduces Sh, a new open- 
source sys source sys' stem that simplifies the shader 


programming process by making it part 
of the C+ of the C++ language. Readers of this book 


will be ablef ‘to start “writing advanced, modular shaders using 


Sh within a day! | 
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Metaprogramming GPUs with Sh | 

» March 2004; 512 pp., $65.00 
Michael McCool, Stefanus Du Toit In the style of Graphics Gems, this book 
_ August 2004; 308 pp., $44.00 : provides short articles on current research 


| Artificial Intelligence | 
_ for Computer Games | 


Ken Greenebaum, css Borel Eds. | 
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John David Funge a 
August 2004; 180 pp., $39.00 
Learn how to implement potential behaviors 3 teste a 
for intelligent and responsive Non-Player 4 


Characters (NPCs) to make games that are 
more fun! 
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and development that deal with the pro- 
duction, capture, and manipulation of 
sound by computers. 


20% discount when you order from A K Peters 
mention discount code: CG04 
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Graphic Design and Multimedia & Web Design 18-21 months 90.7% 17:14 704.357.8020;  www.aich.aii.edu aichadm@aii.edu 


800.872.4417 

Media Arts & Animation, Visual Effects & Motion Graphics, Digital Media Production, 12 quarters 86% 20:1 800.275.2420; _aic.artinstitutes.edu baparker@aii.edu 
Video Production, Interactive Media Design, Industrial and Graphic Design 303.837.0825 
Animation Art & Design, Graphic Design, Interactive Media Design, 4-12 quarters 88% 19:1 214.692.8080;  www.aid.edu eeskridge@aii.edu 
Multimedia/Web Design, Video Production 800.275.4243 
Game Art & Design 12 quarters Yes 24:1 954.463.3000;  www.aifl.edu northroe@aii.edu 

800.275.7603 
Game Art & Design 12 quarters 86% 20-25:1 800.833.2678 www.ailv.artinstitutes.edu mpetrovich@aii.edu 
Animation Art & Design, Media Arts & Animation 2 years (AS); Yes 19:1 800.275.2474 — www.aiph.aii.edu ottoj@aii.edu 

3 years (BS) 

Game Art & Design 3 years Yes 19:1 602.678.4300;  www.aipx.edu hedgpetk@aii.edu 

800.474.2479 
Game Art & Design, Interactive Media & Design, Web Design 3 years full-time 88% iD | 877.872.8869 www.aionline.edu aioadm@aii.edu 
Game Art & Design, Media Arts & Animation, Digital Media Production, 3 years (BS); Yes 503.228.6528;  www.aipd. schotlam@aii.edu 
Multimedia & Web Design, Graphic Design 18 months (AA) 888.228.6528 artinstitutes.edu 















GETHIN THE GAME : 


Video Game Art & Design 





aac 


animation arts centre 


Canada’s Hottest 
Game Training School 


Accepting Applications 
for Jan & Sept ‘05 


Make Real Games at Seneca’s Student Run 
Game Development Studio; Black Ice Games 


Go to www.blackicegames.com for downloads 


a Perron 


Characters from Province of Demons 
Seneca’s latest game 


Seneca College - Animation Arts Centre 
(416) 491-5050 xt. 3850 | aac@senecac.on.cal http://aac.senecac.on.ca 
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Art Institute of Seattle 


Art Institute of Vancouver 


Art Institute of Vancouver—Burnaby 
Art Institutes International Minnesota 
Banff Centre, Creative 

Electronic Environment 


Brown University 


California Institute of the Arts 


California Polytechnic State University 


California State University, Fullerton 


California State University, Long Beach 
(University College & Extension Services) 


An animation class observes and sketches human movements at 


Savannah College of Art and Design 





421 CAREER GUIDE 20041GAME DEVELOPER 


Seattle, WA 


Vancouver, BC 


Burnaby, BC 


Minneapolis, MN 


Banff, AB 


Providence, RI 


Valencia, CA 


San Luis Obispo, CA 


Fullerton, CA 


Long Beach, CA 


Ss. 
SO & 
Yes 1994 
Yes 1998 
Yes 1999 
Yes 2000 
No 2002 
Yes 1979 
Yes 1971 
Yes 
Yes 1995 
Affiliate 1995 


$340 per credit 


$25,650 CDN per 2 year period 


$25,650 CDN per 2 year period 


$327 per credit 


$187 per week 


$29,200 per year 


$23,920 per year 


$1,094—$1,171 (R); 


$188 per quarter unit (NR) 


$1,021 per semester 


$1,595 


No 


No 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


No 


AAA, Diploma 


Diploma 


Diploma 


BS 


None 


AB, ScbB, ScB 


BFA, MFA 


BS, MS 


BFA 


Certificate 





Fine Arts student work from Cogswell Polytechnic College 


~ Includes Multimedia & Web Design, Animation Art & Design 


Game Art & Design 

Game Art & Design, Visual & Game Programming 

Media Arts & Animation, Visual Effects & Motion Graphics, Multimedia & Web Design 
3D Animator workstudy program 

Computer Science 

Character Animation, Experimental Animation 

Computer Science, Computer Engineering, Art & Design, Graphic Communication, 
Music, Software Engineering 


Entertainment Art/Animation 


3DS Max Online 








Work created by students at the National Animation & Design Centre in 


Montreal, Canada 


2 years 


2 years 


2 years 


3 years 


3 months, 

with possible extensions 
Varies 

4 years (BFA); 

3 years (MFA) 


4 years (U); 2 years (G) 


4-5 years 


40 hours 


Game research lab 
at the Art Institute 
of California, San 


Francisco 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


No 


19:1 


20:1 


20:1 


1:1 


7:1 


20:1 


24:1 


206.448.0900; 
800.275.2471 
604.683.9200 


604.298.5400; 
800.661.1885 


612.332.3361; 


800.777.3643 


403.762.6224 


401.863.7600 


661.255.1050 


805.756.2311 


714.278.3471 


962.985.8285 


WWW.alS.edu 
WWW.aivan. 
artinstitute.edu 


WWW.aivan. 
artinstitutes.edu 


WWW.aim. 


artinstitutes.edu 


wwwe.ceebanff.ca 


www.cs.brown.edu 


www. calarts.edu 


www.calpoly.edu 


www. art. fullerton.edu 


www.uces.csulb.edu 


aisadm@aii.edu 


aivinfo@aii.edu 


aivbinfo@aii.edu 


aimadm@aii.edu 


contact@banff.org 


jdk@cs.brown.edu 


admiss@calarts.edu 


admissions@calpoly.edu 


danalamb@aol.com 


Pwells@uces.csulb.edu 





The Academy of Art University 2004 Spring Show, where game industry luminaries 


check out students’ work 


WWW.GDMAG.COM @aen 
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Carnegie Mellon University 
Centennial College, The Centre for 
Creative Communications 


Center for Arts & Technology 
Center for Arts & Technology Atlantic, 
Canada 


Center for Digital Imaging Arts at 
Boston University 


Center for Electronic Communication 
at Florida Atlantic University 


Cerro Coso College Academy of 
Digital Animation 


Cogswell Polytechnical College 


College for Creative Studies 





DongSool Shin; Daejeon, South Korea; White 1, 2003 


& > & 
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Pittsburgh, PA Yes 1998 $15,325 per semester 
Toronto, ON Yes 1996 $15,000 CDN for two semesters; 
$15,000 USD (I) 
Kelowna, BC No 2002 $7,000 CDN 
Fredericton, NB No 1997 Varies 
Waltham, MA Yes 2004 $18,600-$24,600 
Ft. Lauderdale, FL Yes 1998 $92.88 (U,R); $410.47 (U,NR); $186.56 (G,R); 
$678.15 (G,NR) per credit hour 
Ridgecrest, CA Yes 1998 $11 per unit (R) 
Sunnyvale, CA Yes 1992 $6,240 per term 
Detroit, MI Yes 1906 $18,720 
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Savannah College 
of Art and Design 


s Design - Animation - Ar 
ibers 5 Film and Television - Fur 
: - Interactive saeige nck and Game Development : interior Design - Media and Performing Arts 


weir yy 





Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


MA 


Certificate 


Diploma 


Certificate, Diploma 


Certificates 


BFA, MFA 


AS, Certificate 


BA, BS 


BFA 


Visit us at 
SIGGRAPH 


Booth 1529 ai 
a 


chitectural History - Architecture - Art History - Broadcast Design 
niture Design - Graphic Design - Historic Preservation - illustration 


‘tography - Sequential Art - Sound Design - Visual Effects 


Bachelor of Fine Arts - Master of Architecture - Master of Arts : Master of Fine Arts 


Savannah, Georgia - 800.869.7223 - www.scad.edu 


a 





Entertainment Technology 


Digital Animation 
Mobile Game Developer, Animation & Visual Effects 
Animation Visual Effects Artist Foundation/ Production, Virtual Environment 


Interactive Design, Recording Arts, Mobile Game Developer 


3D Animation, Game & Art Design, Digital Visual Effects, Digital Filmmaking, 
Photography, Digital media & Web Design 


Computer Arts in Animation, Computer Arts 


Digital Animation 


Digital Art & Animation, Digital Audio Technology, Digital Motion Picture, Digital Arts 
Engineering, Software Engineering, Electrical Engineering 


Animation & Digital Media: Digital Cinema, Game Design, Integrated Media, 
Traditional Animation 


2 years 


30 weeks 


51 weeks 


34-51 weeks 


9-12 months 


4 years (BFA); 


2-3 years (MFA) 


1 year 


4 years 


A years 


Yes 


Yes 


Yes 


N/A 


No 


Yes 


Yes 


12:1 


8:1 


8:1 


in 


10:1 


412.268.5719 


416.289.5000 


ext. 8637 


250.860.2787 


506.460.1280 


617-353-2300 


954.762.5618 


760.384.6317 


800.264.7955 


800.952.ARTS 
313.664.7400 


@ s 


www.etc.cmu.edu 


www.bccc.com 
www.digitalart 
school.com 


www.digitalarts 
school.com 
www.bu.edu 

www. animasters.com 
www.coyote3d.com 


www.cogswell.edu 


www.ccscad.edu 





tbowers@cs.cmu.edu; 
etcadmit@cs.cmu.edu 


knoble@centennial 
college.ca 


gmorris@digial 
artschool.com 
cara@digitalartsschool.com 


admissions@bu.edu 


newmand@laureate. 
cec.fau.edu 
jkiggens@cerrocoso.edu 


pdelrio@cogswell.edu 


admissions@ccscad.edu 








Infinitum Labs Has A Job For You! 


Infinium Labs, Inc. is an innovative entertainment and interactive game company. Founded by a management 
team with extensive experience in interactive media, entertainment and technology, Infinium Labs has 
developed a robust real-time delivery gaming system that appeals to a wide audience of consumers and 
interactive gamers with its on-demand ease of use and quality. Join the team that's launching its flagship 
product - the Phantom Gaming Service™ - a leading edge gaming and content delivery system designed 

to be the performance leader in the interactive entertainment industry. We are all a hard-working, game- 


playing group of people fanatical about shipping the new Phantom Gaming Service! 


Our future depends on bright, energetic, talented people who share a passion for creating the best product 
imaginable! We offer a challenging work environment, a competitive salary, excellent benefits, and are an 


Equal Opportunity Employer. 


Visit our current jobs listed on www.phantom.net/company/careers.php 


Interested candidates should email a cover letter and resume to 


jobs @ phantom.net indicating position title in subject line. 


Sarasota - New York 


Seattle 


Headquarters: 2033 Main Street, Suite 309 Sarasota, Florida 34237 | www.phantom.net 
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Collins College 


The Community College at Baltimore County 


DePaul University's School of CTI 
DeVry University 

DH Institute of Media Arts 

DigiPen Institute of Technology 
Digital Design, Fine Arts at Grande 


Prairie Regional College 


Drexel University 


Edmonds Community College 


Expression College for Digital Arts 


Florida Atlantic University 


Full Sail Real World Education 


Game Institute 


Gemini School of Visual Arts 
and Communication 





Tempe, AZ 


Baltimore, MD 


Chicago, IL 


West Hills, Pomona 


and Long Beach, CA 


Los Angeles, CA 


Redmond, WA 


Grande Prairie, AB 


Philadelphia, PA 


Lynnwood, WA 


Emeryville, CA 


Boca Raton, FL 


Winter Park, FL 


New York, NY 


Cedar Park, IX 
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Yes 


Yes 


Yes 


Yes 


2003 


1957 


2004 


1979 


Pending 1997 


Yes 


Yes 


Yes 


Yes 


No 


Yes 


Yes 


No 


No 


Art Institute of California—San Francisco campus (above) and classroom (right) 


1994 


1995 


1998 


1999 


1999 


1998 


2001 


2002 





$6,200 per term 


$87 (R); $205 (NR) per credit 


$348 (U); $535 (G) per credit hour 


$370 per semester credit hour 


Varies 


$321 per credit; $374.50 per credit (I) 


$270 per 3-credit course 


$8,597 (U); $6,736 (G) 


$370 per 5-credit course 


$54,450 


$98 (U,R); $415(U,NR) 


$212(G,R); $775 (G,NR) per credit 


$38,660—$58,775 


$125 per course 


$55,500 for 4-year course 


Yes 


Yes 


Yes 


No 


Yes 


Yes 


Yes 


Yes 


Yes, limited 


Yes 


Yes 


No 


No 


BA in Game Design 

CCBC: Associates; 

University of Baltimore: BA 
BS, BA, MA, PhD 

AS, BS 

Discreet certification for certain courses 
BSc, ASc, AAA 

Diploma, BS 

BS, MS 

AA, AS, Certificate 

Bachelor of Applied Science 
BFA, MFA 


BS, AS 


Certificate 


Diploma 





Game Design 


Simulation and Digital Entertainment 


Computer Games Development, Computer Graphics and Animation, Computer 
Science, Digital Cinema, Information Technology 


Computer Engineering Technology, Electronics Engineering Technology, 


Electronics & Computer Technology, Network Systems Administration 


N/A 


Real Time Interactive Simulation, 3D Computer Animation 


Visual Arts, Interactive Digital Design, Computer Systems Technology, 
Computing & Information Systems 


Digital Media 


Game Development 


Sound Arts, Digital Graphic Design, Digital Visual Media 


Computer Arts in Animation 


Computer Arts 


Game Design & Development, Computer Animation 


3D Game Design and Development, Mathematic, Al 


Visual Arts & Communication 





Savannah College 
of Art and Design 


campus 


31 months 


CCBC: 60 credits 


4 years (U) 


5-9 terms 


Varies 


4 years (BSc); 


2 years (AASc, AAA) 


2 years (diploma); 


120 credits (degree) 


2-4 years 


2 years 


2 years 


2-4 years 


14-21 months 


12-24 months 


4 years 


Yes 


Yes 


Yes 


No 


Yes 


Yes 


80-85% 


No 


72-74% 


Yes 


Yes 


ied , 


A 
= 


25-35:1 800.876.7070 


10:1 


ix 


10:1 


15:1 


20:1 


6-18:1 


10:1 


12:1 


20:01 


410.780.6615 


312.362.8381 


888.610.0800 


310.899.9377 


425.558.0299 


780.539.2911 


215.895.1675 


425.640.1902 


510.654.2934 


954.762.5618 


800.226.7625; 


407.679.6333 


718.409.9058 


8:1-25:2 512.249.1237 


ON 


www. collinscollege.edu 


http://student.ccbemd. 
edu/immt 


www.depaul.edu 


www.devry.edu 


www.dhima.com 


www.digipen.edu 


Www. gprc.ab.ca 


www.drexel.edu/comad 


www.edcc.edu 


www.expression.edu 


www.animasters.com 


www. fau.edu 


www. fullsail.com 


www.gameinstitute.com 


www.geminischool.com 


info@collinscollege.edu 


KHarmeyer@ccbcmd.edu 


cti@cs.depaul.edu 


whadmissions@socal. 
devry.edu 
info@dhima.com 
info@digipen.edu 
finearts@gprc.ab. 

Ca; cmss@gprc.ab.ca 
ddm22@drexel.edu 
gamedev@edcc.edu 
yee-ju@expression.edu 
dnewman@fau.edu 


admissions@fullsail.com 


info@gameinstitute.com 


info@geminischool.com 
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Digital art work created by a Cogswell 
Polytechnic College student 


Full Sail students enter the realm of virtual reality in the Visualize Center 





The Art Institute of Vancouver 


WHY INTERN? 





AN INTERNSHIP IS THE BEST WAY TO 
beat the entry-level job Catch-22: 
You need experience to land a job, 
but need a job to gain experience. 
Internships can equip you with 
hands-on experience, but maybe 
more importantly, they will put you 
in the networking loop. Internship 
managers are potential references 
on future job applications. Other 
interns or team members who 
remember your talents and positive 
work ethic could forward your name 
to their future employers. Stay 
connected to these people. 

Don’t wait until your junior or 
senior year of college to apply. And 
if you've recently graduated, you're 
not banned from interning either, 
although you'll have to modify your 
search criteria slightly when 
scoping out companies. 

Although big-name companies are 
able to offer interns incentives such 
as a paycheck, stipend, or cost-of- 
living or travel subsidies, don’t ignore 
Small, start-up companies. 
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Remember, you're not limited to one 
internship, and not everyone is cut 
out to work for a huge corporation. If 
you learn what type of work and 
employer suits you by trial-and-error 
through internships, it could save 
you much hassle and aggravation 
when you're in the workforce. If you 
become familiar with what the bigger 
players want, however, you can take 
their suggestions and use them to 
craft your resume, cover letter, and 
portfolio for all levels of employers. A 
few are worth an introspective look. 


EA ACADEMY, Electronic Arts’ 
summer internship program, is 
probably the most prestigious and 
well-known workplace for interns 
trying to break into the business. 
The company's web site lists 
detailed instructions for when and 
how to apply as well as necessary 
qualifications. Positions are posted 
as early as January. Potential 
interns meet with recruiters in the 
early Spring. Offers go out between 


DEVELOP 'ER 


April and May. EA Academy offers 
internships in software engineering, 
computer graphic arts, production, 
and marketing/public relations. 
However, international students not 
enrolled in the U.S. are not eligible. 


VIVENDI UNIVERSAL GAMES 
launched its first summer 
internship program this year. The 
company Offers full-time 
internships with compensation at its 
Los Angeles offices in the following 
areas: accounting, art, 
communications, finance, human 
resources, information technology, 
legal, marketing, production, 
programming, and sales. The 
application process asks 
undergraduate and graduate 
students (no recent graduates] to 
send a cover letter and resume only. 


SONY ONLINE ENTERTAINMENT 
officials say the company has only 
hired a handful of interns. Interns 
must be enrolled, second-semester 


juniors. But with a promise to grow 
its program, SOE should have ample 
opportunities in the coming years. 
Keep an eye on its web site, where 
internships are posted, and your 
resume close at hand. 


MIDWAY GAMES hires interns, 
although it lists the available 
positions right alongside full-time 
jobs, unlike EA's or Vivendi’s 
method. 


LINDEN LAB has offered jobs to 
(and hired) creative, emphatic 
players of its game, Second Lire. This 
year, the company has found a 
summer intern in the same 
trenches. 


Throughout your application 
process, use the same common 
sense you would ina job 
interview—and if you don’t 
know these, take the time to 
look them up. 


—Jill Duffy 



















You’re always on the go. 
So, get your education to go — 


wherever your Internet connection finds you. 


Through The Art Institute Online, a division 
of The Art Institute of Pittsburgh, you can 
earn your bachelor’s degree in Game Art 
& Design — and you can do it all online. 


Anytime. Day or night. 


Think art not computer programming. 
And think big. because the 


game industry is serious business. 
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Get serious and start playing games for real! 


Learn what it takes to become a professional game artist. 


Contact The Art Institute Online today at 1-877-872-8869, 


or visit Www.aie 


Degree programs offered 


Advertising | Game Art & Design | Graphic Design 


The Art Institute Online is built upon the solid foundations of history, quality and vision 
established by The Art Institute of Pittsburgh and The Art Institutes system of schools. 


Student Artwork: Robert Savilla, The Art Institute of California-Orange County; Chris Centers, The Art Institute of Dallas. Wireframe by Discreet® 


Interior Design | Interactive Media Design 


The Art Institute” 
Online 


A Division of The Art Institute of Pittsburgh, PA 
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Georgia Institute of Technology Atlanta, GA Yes 1998 $1,684 (U,R); $8,324 (U,NR); Yes BS, MS, PhD 
$2,022 (G,R); $8,470 (G,NR) 


Georgia State University Atlanta, GA Yes 1999 $3,920 for 2 semesters (R); Yes BA, MA, PhD 
$13,544 per year (NR) 
Gnomon Schoo! of Visual Effects Hollywood, CA Yes 1997 $5,500 per term (certificate program); Yes Certificate 
$1,625 (individual courses) 
The Guildhall at Southern Plano, IX Yes 2003 $37,000 Yes Graduate certificate 
Methodist University 
Illinois Institute of Art, Chicago Chicago, IL Yes 2002 $335 per credit hour Yes BFA 
Illinois Institute of Art, Schaumburg Schaumburg, IL Yes 2002 $335 per credit hour Yes BFA, Certificates 
Indiana University—MIME Program Bloomington, |N Yes 1999 $143—$573 per credit hour Yes Masters 
Marist College Poughkeepsie, NY Yes 2004 Varies Yes Certificate, Bachelors, Masters 
Massachusetts Institute of Technology Cambridge, MA Yes 1980 $30,000+ per year Yes SB, SM 
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graduate & undergraduate programs 
n digital media, film & video, interiors, fashion & more! 


wi Drexel University 
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frame from “The Persistence of Breakfast" produced by Serge Aluker Digital Media sophomore. 
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Computer Science, Computational Media, Information Design and Technology, 2-5 years 56% 4-14:1 404.894.4154 — www.gatech.edu admissions@success. 
Digital Media gatech.edu 
Computer Science 1.5-5 years Yes 404.651.2000 www.gsu.edu admissions@gsu.edu 
Gnomon Certificate Program; Maya Fast Track 21 months (certificate); Yes 12:1 323.466.6663  www.gnomon3d.com = admin@gnomon3d.com 
9 weeks (Maya Fast Track) 
Game Development 18 months Yes 10:1 214.768.9950 —_—shttp://guildhall.smu.edu guildhall@smu.edu 
Game Art & Design, Media Arts & Animation, Digital Media Production 12 quarters Yes 312.280.3500; www.ilic.aii.edu hernanle@aii.edu 
800.351.3450 
Digital Media Production, Game Art & Design, Media Arts & Animation, Visual 3-4 years (BFA); Yes 18:1 800.314.3450 — www.ilis.artinstitutes.edu via web site 
Communications; Digital Graphic Design, 3D Animation Principles & Techniques 25 weeks (certificate) 
Master's in Immersive Mediated Environments (MIME) 4 years Yes 19:1 812.855.0661  www.indiana.edu inadmit@indiana.edu 
Computer and Video Game Developer Certificate program Varies 888.877.7900 — www.marist.edu/ continuing.ed@marist.edu 
gce/ gaming 
MIT Comparative Media Studies 4 years (U); 2 years(G) Yes 5:1 617.253.3599 —_http://web.mit.edu/cms cms@mit.edu 














Maximize 
Your Career 


| y ' 
| Game Creation 


| CEinal- and Careers: 


Get in the 
Game!: 


Creating the Art 
of the Game 


| ~ ' 
Get in the Game! 
CAREERS IN THE GAME INDUSTAY 


| Orcas Insider Secrets Careers in the 0735714096 

an 0 : : from Industry Game Industry Matthew Omernick 
| paaeme Experts 0735713073 $39.99 

| | 0735713677 Marc Mencher 


Marc Saltzman $29.99 





Save 3U% 


Buy this book today at www.peachpit.com/promotion/1219 and save 
30% off its retail price, plus enjoy free domestic U.S. shipping. Just enter 
Naw) coupon code EW-A4AG-PWOF when you get to our checkout page. 


Riders It’s that easy! 


NRG is a brand of New Riders, which is an imprint of Peachpit. 


WWW.GDMAG.COM 
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Mercy College, Center for Digital Arts White Plains, NY 
Mesmer Animation Labs Seattle, WA 


Michigan State University 


East Lansing, Ml 


Multimedia and Digital Communications Tonkawa, OK 
at The Digital Media Institute of Oklahoma 


National Animation and Design Centre Montreal, QC 


New Media Campus 


New York University, The Center for 
Advanced Digital Applications 


Northwestern University Computer 
Science Dept. 


Otis College of Art and Design, 
Digital Media Department 


Saskatoon and 
Regina, SK 
New York, NY 


Evanston, IL 


Los Angeles, CA 


Yes 


No 


No 


Yes 


Yes 


Yes 


2001 


1996 


2001 


1999 


1997 


2001 


2001 


1997 


$5,615 per semester plus 
$180 lab fee per studio course 


$8,950 per 11-week program 


Yes 


$14,552 (U,R); $24,464 (U,NR); $27,363 (U,!); Yes 
$17,138 (G,R); $22,510 (G,NR); $22,614 (G,1) 


$3,683 (R)—$9,148 (NR) 


$13,750 CDN (domestic); $18,750 CDN (1) 


$12,000 per year 


$10,000 per semester; $1000 per credit 


$8,280 per quarter full-time 


$11,410 per semester 


Yes 


Yes, limited 


Yes 


No 


Yes 


Yes 


Certificate of completion 


BA, MA 


AAS 


NAD Centre diploma 


Diploma 


MS 


MS, PhD 


BFA 

















NEXT GENERATION RECRUITMENT SOLUTIONS 


2 ialis business area, so o there's ft 
on nage to offer you a down to 


AARDVARK SWIFT CONSULTING LTD 


Silicon House, Farfield Park, Wath-Upon-Dearne 


ata 


Recruitment & 


Rotherham, South Yorkshire S63 5DB United Kingdom Employment 
Tel. +44 (0)1709 876877 Fax. +44 (0)1709 876777 
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Animation, Gaming; Digital and Interaction Design, Music Technology 4 years 12:1 914.948.3666; | www.mercy.edu/cda/  computerarts@mercy.edu 
800.MERCY.NY 
Maya, Softimage XS! 11 weeks No 6:1 800.237.7311 www.mesmer.com info@mesmer.com 
Digital Media Art and Technology in the Department of Telecommunication, 4 years (U); 2 years(G) N/A 50:1 (U); 517.355.8372 — http://dmat.msu.edu — winnb@msu.edu 
Information Studies, and Media 2:1 (G) 
Digital Media Animation and Design 1 year, minimum 92% 10:1 580.628.6458 = www.mmdclab.com bmatson@mmdclab.com 
(unofficial) 
Design and 3D Animation for Videogames (available only in French) 10 months 75-80% 20:2 514.288.3447  www.nadcentre.com isabella@nadcentre.com 
Multimedia Professional Studies, 3D Animation & Game Design Studies 9-10 months Yes 20:1 306.721.1460  www.newmedia info@newmediacampus.com 
Campus.com 
Digital Imaging and Design 2 years Yes 13:1 212.790.1370  www.scps.nyu.edu/digital; cada@nyu.edu 
www.scps.nyu.edu/cada 
Computer Science 2-4 years Yes Aga) 847.491.3741 www.northwestern.edu _cs-info@cs.northwestern.edu 
Digital Media 4 years Yes 15:1 310.665.6987  www.otis.edu hmott@otis.edu 








The Game Institute provides affordable high-tech training in the field of video 
game design and development. Our certificate programs include a complete 
series of interactive courses and access to an experienced faculty. You can begin 
training at any time and can work at your own pace in our unique distance 

wi learning environment, or choose to learn through semester-based scheduling 
‘Sameinstitut ©: available in accredited partner colleges and universities. 


DON’T JUST BEAT THEM 
BUILD THEM! 


TEXTBOOKS AND MULTIMEDIA LECTURES PROVIDING IN-DEPTH COVERAGE OF COURSE SUBJECT MATTER. 


"ti 





ONLINE SCHEDULER ALLOWS YOU TO START CLASS AT ANY TIME AND PROGRESS AT YOUR OWN PACE. 
Source CODE AND EXERCISES FOR STUDY AND INTEGRATION INTO YOUR OWN GAMING PROJECTS. 


QuiIZZES AND EXAMINATIONS TO TEST YOUR KNOWLEDGE AND MEASURE YOUR PROGRESS. 







PROFESSIONAL TOOLS FOR BUILDING YOUR OWN INTERACTIVE GAMES. 





CERTIFICATES AND STUDENT TRANSCRIPTS SUITABLE FOR PRINTING AND/OR FRAMING 


FACULTY-STUDENT INTERACTION IN LIVE CHAT/WHITEE “FORUMS AND EMAIL. 


3D GrapHics PROGRAMMING | Network GAMING Sis 
Game Encine DesicN | ARTIFICIAL INTELLIGENCE CD-ROMs PROVIDING ORGANIZED ON-DEMAND COURSE MATERIAL ACCESS DURING OR AFTER A COURSE. 
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URL: WWW.GAMEINSTITUTE.COM - E-MAIL: INFO@GAMEINSTITUTE.COM - PHONE: 718.409.9058 - Fax: 800.507.8185 
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Palomar College San Marcos, CA Yes 1997 $11 (R); $145 (NR); $157 (I) per unit Yes, limited Certificate, AA 
Parsons School of Design New York, NY Yes 1997 $23,900 per year Yes Bachelors 
Platt College, San Diego School of Design San Diego, CA Yes 1980 Varies Yes BS, AAS, diploma 
Pratt Institute Brooklyn, NY Yes 1988 $30,000 Yes BFA, MFA 
Purdue University West Lafayette, IN Yes $5,580 (R); $16,260 (NR) per year Yes AS, Bachelors, Masters 
Replica 3D Animation School Courtenay, BC 2001 $12,555 full tuition Yes Certificate 
Ringling School of Art and Design Sarasota, FL Yes 1993 $8,610 per semester; $19,470 per year (U) Yes BFA 
Rochester Institute of Technology Rochester, NY Yes 2001 $468 per credit (U); $644 per credit (G) Yes MS (developing), concentration 
San Francisco State University/College of | San Francisco, CA Affiliate 1992 Varies No Certificate, courses in Game Design 


Extended Learning (Multimedia Studies) 








to game career and 
- education resources. 


www.gamasutra.com/education 


» Game development school listings 


» Articles about game programming, animation, design, 
and career development 


» Resources 


» Internship opportunities in the game industry 


» Gallery of student game projects 


> Masters theses from game development students 


» Game Developer magazine's annual Game Career Guide 


VaMaSsultid 


THE ART & SCIENCE OF MAKING GAMES 
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Video Game Specialist Certificate (programming), Video Game Artist Certificate 1 year Yes 15-30:1 760.744.1150 www.edmagnin.com/ — palomarinfo@ed 
ext. 5410 palomar.html magnin.com 
Design & Technology 4 years Yes 10:1 212.229.8910 www.parsons.edu parsadm@newschool.edu 
Media Arts; Graphic Design; Multimedia Design 3 years (BS) Yes 18:1 800.255.0613  www.platt.edu info@platt.edu 
Computer Graphics and Interactive Media, Digital Audio and Video, Digital Imaging,  2.5-4 years 50% jE | 718.636.3600  www.pratt.edu admissions@pratt.edu 
Digital Fine Arts and Experimental Media, Physical Computing 
Computer Graphics Technology, Computer Technology Varies Yes 16:1 765.494.1776 www.tech.purdue.edu/cg admissions@purdue.edu; 
gradinfo@purdue.edu 
Computer Animation 38 weeks Yes 4:1 250.338.8784  www.replica3d.ca info@replica3d.ca 
Computer Animation, Fine Arts, Graphic & Interactive Communication, Digital Imaging 4 years Yes 16:1 941.351.5100 — www.ringling.edu admissions@ringling.edu 
Game programming, Game Design & Development (developing) 1 course/quarter for Yes 30:1 585.475.6179 = www.itritedu itugrad@it.rit.edu (U); 
1 academic year itgradcoord@it.rit.edu (G) 
Game Design, Maya, 3DS Max Varies Yes 16-30:1 415.405.7700 http://msp.sfsu.edu msp@sfsu.edu 











When You’re Ready 
To Do More Than Play 
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: theory and 
Heveloper’s , Practice 


° Guide ” Bhd Edition 


Andrew Mulholland Highard Rouse 


ISBN 1-55622-044-8 + $59.95 1-95622-912-7 - $54.95 ISBN 1-55622-078-2 - $59.95 


Available at 35% Off 
List Price at 


www.wordware.com/game 





Paul steed 


ISBN 1-59622-088-K - $44.95 
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Savannah College of Art and Design Savannah, GA Yes 1991 $20,250 Yes Certificate, BFA, MA, MFA 
School of Communication Arts Raleigh, NC Yes 1992 $280—$369 per credit Yes 2-year degrees, certificates 
School of Visual Arts New York, NY Yes $9,560-—$12,000 per semester Yes BFA, MFA 

Seattle Central Community College Seattle, WA Yes 1993 $395 per course (average) No Certificate for Gaming 

Seneca College of Applied Ats & Technology Toronto, ON Yes 2002 $8,510 CDN (domestic); $12,386 CDN (I) Yes Certificate of completion 
Success College of Applied Arts & Technology Moncton, NB Yes 1994 $5,950 CDN per year Yes 2-year Diploma 

University of Advancing Technology Tempe, AZ Yes 1999 $349 per credit hour Yes _ Associates, Bachelors, Masters 
University of Baltimore Baltimore, MD Yes 1925 $3,224 (U,R); $8,895 (U,NR); Yes Bachelor of Technical or Professional 

$4,150 (G,R); $6,103 (G,NR) 

University of Calgary, Department Calgary, AB Yes 2000 $2,350 per semester Yes BA, BS, MS, PhD 

of Computer Science 

University of California, Irvine Irvine, CA Yes 1965 $15,740-—$25,120 per year Yes Bachelors, Masters, PhD 











While learning programming for 2D 
and 3D games, the Guildhall software 
development students also study 
math and physics for games and 
game engine design, Al, and 
advanced rendering 


The Art Institute of Vancouver—Burnaby encourages teams projects, such as team Tastelike Chicken’s game ROBIN Hoop & THE KING'S RANSOM 
(left) and Team Chunky Heads’ game PIDDLY's CHANCE 
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Animation, Graphic Design, Illustration, Interactive Design and Game Development, 
Sound Design and Visual Effects 

Digital Media, Digital Animation, Digital Filmmaking & Digital Audio 

Animation, Computer Art, Film & Video, Graphic Design, Illustration as Visual Essay 
Game Design and Animation, 3D Studio Max Levels |, Il, and Ill, Rhino3D Nurb 
Modeling Certified Training Center 

GAM program 

Digital Graphic Design, Interactive Entertainment Technology 

Game Design, Multimedia & Game Programming, Software Engineering 
Simulation and Digital Entertainment (SDE); Interaction and Information 
Architecture (IDIA) Studies (SDE); Master of Science (|DIA) 


Computer Science with a Concentration in Game Design 


Computer Engineering, Information and Computer Science, Digital Arts, Arts 


4 years 


2 years 


4 years 


1-2 quarters 


28 weeks 


2 years 


60-120 credit hours 


2 years (with 2 years 


of transfer credits) 


min. 4 years 


2 to 4 years 





Computation Engineering (ACE) sched. 2004 





Digital characters created by students at the 


National Animation & Design Centre in 


Montreal, Canada 


Multimedia and Digital 
Communications at The 
Digital Media Institute 
of Oklahoma lab 


The Guildhall at Southern 
Methodist University game 
studies lecture room was 
filled to capacity with 
prospective students 
eager to learn more about 
how they can build careers 


making digital games 


Yes 


Yes 


No 


Yes 


Yes 


Yes 


N/A 


Yes 


Yes 


6:1 


9:1 


6:1 


25:1 


15:1 


12:1 


15:1 


20:1 


912.525.5100; 
800.869.7223 


919.981.0972; 
800.288.7442 


212.592.2000 
206.587.5448 
416.491.5050 


ext. 3850 


506.855.8555 
602.383.8228, 
800.658.5744 
410.837.5301 


403.220.6015 


949.824.6703 


www.scad.edu 


www. higherdigital.com 


www.schoolofvisual 
arts.edu 


www. learnatcentral.org 


www.senecac.0n.ca 


www.thinksuccess.ca 


www.uat.edu 


iat.ubalt.edu/sde 


WWW.CS.UCalgary.ca 


WWW.UCI.edu 
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admission@scad.edu 


school@higherdigital.com 


admissions@sva.edu 


jewest@sccd.ctc.edu 


babici@senecac.on.ca 


moncton@thinksuccess.ca 


admissions@uat.edu 


smoulthrop@ubalt.edu 


discover@cpsc.ucalgary.ca 


via web site 











University of California, 
Los Angeles (Extension) 


University of Maryland, Baltimore County 
(Computer Certification Training Center) 


University of Michigan (EECS Department) 
University of Missouri—Columbia 
(College of Engineering) 


University of Southern California, Interactive 
Media Division, School of Cinema-Television 


University of Texas at Dallas, Institute for 
Interactive Arts & Engineering 


University of Washington 
Educational Outreach 
University of Waterloo* 


Vancouver Film School 


Vancouver Institute Of Media Arts 


Los Angeles, CA 


Baltimore, MD 


Ann Arbor, MI 


Columbia, MO 


Los Angeles, CA 


Dallas, TX 


Seattle, WA 


Waterloo, ON 


Vancouver, BC 


Vancouver, BC 





The Banff Centre and its Creative Electronic Environment 


sector in Alberta, Canada 
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Yes 


Affiliate 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


Yes 


1988 


2002 


1996 


2003 


2002 


2000 


2002 


1957 


2004 


1995 


$450-—$795 per course 


$1,295-$2,495 


$5,007 (R); $11,658 (NR) 


$194.60 (U,R); $314.90 (U,NR); 


$236.60 (G,R); $402.40 (G,NR) per credit hour 


$1,074 per unit 


$6,400 (R); $14,400 (NR/1) 


$619--$1,198 per term 


$12,000—$22,000 CDN per year 


$11,000-$27,000 


$9,450-$18,900 


Yes 


Yes 


Yes 


Yes 


Yes 


No 


Yes 


Yes 


Certificate 


Non-degree training program 


Bachelors, Masters, Doctoral 


BSc, MSc, Certificate 


MFA, minor 


BA, MA, MFA 


UW Certificate 


Graduate and undergraduate programs 


Diploma, Certificate 


Yes, limited Diploma, Certificate 


Wy 
rita 





An Academy of Art University student in the animation lab working on his final project 


Computer Graphics & Graphic Design 

Computer Game Development Fundamentals/Advanced 

Computer Science, Computer Engineering 

Computer Science-Information Technology 

MFA: Interactive Media, Electronic Arts Interactive Entertainment Program 

(part of the MFA), minor in Video Game Design and Management 

Arts & Technology (Game Studies/Computer Animation) 

Game Development, Game Animation 

Computer Science and Computer Engineering 

3D Animation & Visual Effects, 2D Animation, Digital Character Animation (MAYA), 


Digital Design, Game Design, Sound Design for Visual Media 


2D and 3D Animation, Game Art & Design, Visual Effects 


2 years Yes 
84 hours (fundamentals); Yes 
42 hours (advanced) 

4 years Yes 


4 years (BSc); 2 years (MSc); Yes 
1 semester/ certificate 


3 years 
4 years (U); 
1-2 years (G) 


12 months (development); No 
9 months (animation) 


4 years Yes 

1 year 65-85% 
48 weeks (diploma); 70-80% 
24 weeks (certificate) 


— 


10-19:1 


4 


13:1 


4:1 


20:1 


19:1 


15:1 


10:1 


Full Sail students collaborate on their latest group project in a game design studio 


310.206.1422 


410.594.2282 


734.764.1817 


573.882.6666 


213.821.2665 


972.883.4379 


800.543.2320 


519.888.4567 


800.661.4101 


604.682.2787; 
800.396.2787 


www.uclaextension. 
edu/visualarts 


www.umbc.edu/cctc 


www.umich.edu 


http://chil.cecs. 
missouri.edu 


http://interactive. 
usc.edu 


http://iiae.utdallas.edu 
www.extension.washing 
ton.edu/ext/ 
www.uwaterloo.ca 


www.vfs.com 


www. vanarts.com 





visualarts@ucla 
extension.edu 
info@umbccctc.com 
ugadmiss@umich.edu 
hussama@Missouri.edu 
usc_interactive@ 


cinema.usc.edu 


Thomas.linehan@ 
utdallas.edu 
uweo@u.washington.edu 
via web site 


inquiries@vfs.com 


info@vanarts.com 
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SAMPLE OF INTERNATIONAL GAME SCHOOLS 


A. 
son) 
\ KS 
& F 
< es eS 
se xg os wr 
Ww 42 x QR ww > & 
Ss FF Ss wv ¢ 
Academy of Interactive Entertainment Canberra and Yes 1996 $30,000 AU — No- Diploma = 
2 Melbourne, Australia a aS 
Glasgow Caledonian University Glasgow, Scotland Yes 2002 $14,760-$16,240 Yes, UK only BSc, MSc 
International Center for Digital Content, Liverpool, UK 2000 Available upon request Yes, EU only MA/PgDip 
Liverpool John Moores University : 
University of Hull Hull, UK Yes 1994 £10,000 per year Yes, limited MSc-Masters (post Graduate), BSc-Bachelors 
(Honors), PhD (Doctorate) 
University of Portsmouth Portsmouth, UK No £1,150 (EU); £8,350 (non-EU) Yes, EU only BSc 7 
University of Teesside Middlesbrough, UK Yes £1,150 per year (UK/EU); BS, BA 


£7,650 per year (non-UK/EU) 
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Newport Beach, cA 92660 USA 


Equal Opportunity Employer : 
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Diploma of Computer Game Development, Diploma of Screen 


Games Software Development, Games Technology 


PgDip Digital Games 


Games Programming, Computer Science with Game Development, 
Simulation, Graphics, Al ext. 


Computer Games Technology, Enterprise Dynamics in Computer Games Technology 


Computer Games Programming, Computer Games Science, Computer Games 
Design, Computer Games Art 


COMPANY NAME 


2 years full-time 

1 year (MSC); 

4-5 years (BSc) 

12 months full-time 
3 years (BSc); 1 year 
(MSc); 3 years (PhD) 


3 years 


65% 


92% 


85% 


70% 


3 years full-time; or 4 years 90% 


plus 1 year in industry 


16:1 


y Head 


10:1 


20:1 


20:1 


61 2 6162.51101 
44 141.331.3000 
0151.231.5129 
44 148.465951 
/465067 


44 23.9284.2555 


44 1642.342639 





PAGE 


_ ADVERTISER INDEX - 


COMPANY NAME 


www.aié.act.edu.au 
www.gcal.ac.uk 
www. icdc.org.uk/ 
magames 
www.mscgames.com 


www. port.ac.uk 


www.tees.ac.uk 


COMPANY NAME 





rachelo@canberra 
techpark.com 


admissions@gcal.ac.uk 
icdcadmissions@livjm.ac.uk 
dcs@hull.ac.uk 
faculty-admissions@ 


port.ac.uk 


registry@tees.ac.uk 
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ag ~ THE UNIVERSITY OF HULL 


MSc\ Games Programming 


‘Hardcore Games Pr oor el 
‘Physics. and Ale 


| 


WWW AYES cGa mes.com 


80% of 2003 graduates are now working as games programmers.” 
Study for a Games Programming course, in the UK. Home of some 


‘Combine your wether, games education with a year in Europe 
Acre at scholarships available for exceptional candidates. For more 
“information visit the web site or email: pgcourse@dcs.hull.ac.uk 
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.Y7."I have always dreamed of working in the games industry and after completing 
the MSc in Games Programming at Hull University I had three job offers from 
top games companies” I am now working at Sony as a graphic engine 
programmer, in new generation AAA titles.7 

Francisco Viciana Ruiz -* Graduate MSc 2003 


Image. courtesy of Codemasters. All rights reserved. 
\" 








MUST-KNOW TECHNOLOGIES 


PRO TOOLS 


CONTINUED FROM PG 64 


AUDIO 

GAME PLAY AND GRAPHICS may get the most attention, but music and sound 
effects have some sort of resonance with just about every player, whether or not 
they are conscious of the sounds emanating from their system. Pro Tools, Nuendo, Sou nd F Or 

and Sound Forge are the big guns in this industry, so knowing at least one inside- se /, 0 
and-out is crucial. And since a significant percentage of hard-core gamers have 
already hooked up their consoles to surround-sound speaker systems, you should 
too. Even if you're not planning to create surround content, you should be 
experiencing it to gain a sense for when it is needed. 








: MIDDLEWARE 

= EVEN THOUGH GAME DEVELOPMENT IS one of the most highly creative industries around, there are some areas 
where you must think twice before re-inventing the wheel. This is where graphics engines and sound, physics, Al, and 
network libraries come in. You need to know what the RenderWare suite can do, as well as Al. mplant, Havok (physics], 
GameCODA (audio), and Net-Z (network). 


er Ware 
Slr 


REAL-TIME SHADING 

REAL-TIME SHADING CLEARLY crosses several disciplines, including programming, 2D art, and 3D modeling. The importance of 
the enhanced reality that a well-designed pixel/vertex shader has on a game can’t be denied once you've heard the oohs and 
aahs of real gamers impressed by their first look at textures that have real depth to them and respond to changes in lighting and 
shadows. Learn how to build image textures with enough detail to be linked with HLSL or GLSL shaders. This requires artists and 
programmers to improve communication even more. 










\elenbrain 


— PERFORCE 


CONTENT MANAGEMENT 

GAME DEVELOPMENT PROJECTS are highly complex and typically go through several mid-stream 
changes or course-corrections. Even with smaller teams and games, keeping track of these changes 
manually is asking for trouble. While many studios prefer to roll their own content or asset 
management systems, those offered by Perforce and Alienbrain allow small and large teams alike to 
track and archive each version of an asset, which provides an automatic backup and a means of 
retrieving previous iterations when the team decides to undo a change or three. = 
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“"MUST-KNOW TECHNOLOGIES 


Top tools of the trade every game developer should know about 


WHETHER YOU'RE FRESH OUT OF SCHOOL, ARE LOOKING TO EXPAND YOUR SKILLS INTO 
another aspect of game development, or simply want to learn a bit more about how “those folks” 
across the office work, there are key tools and techniques in each discipline that you should 
become familiar with. Though some of these may be obvious to you, the key take-away is 
learning about major uses and features in a wider range of tools than those you're immersed in. 


3D ANIMATION 

OF THE FOUR BIG TOOLS—3DS Max, Maya, Lightwave, and 
Softimage—you should pick one to be expert at, and be familiar 
enough with one or two of the others that you can switch if 
necessary. No matter which one you pick, though, learn its 
scripting system, as the ability to customize its operation and 
automate tasks can be a huge productivity tool. 
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FOR PROGRAMMERS, this topic is a no-brainer; you need to be fluent in C, C++, and 
perhaps even Java—the meat of PC, console, and mobile game development. Even 
artists and designers should try to learn a little bit about these tools, to enhance their 
ability to communicate across disciplines. You should pay particular attention to the 
issues involved in supporting the new crop of 64-bit processors. With both AMD and 
Intel now shipping these in volume, game projects begun today will likely need to run 
under a 64-bit OS two years from now. And anyone involved in game development 
should at least fool around with, if not become experts in, one of the visual-based 
eevee programming/prototyping tools, such as Flash, Director, Virtools, or something similar. 
Visual C++.net Even non-programmers can find these tools useful. 

Standard 
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PETER SHEERIN is the product review editor of Game Developer magazine. Reach 


him at psheerin@gdmag.com. 
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Artwork by Full Sail 
Computer Animation Students 


M 


Earn your Bachelor's Degree in 
Entertainment Business 


800.226.7625 
aUlit-y-limerelan' 


If you’re serious about your dream, 


we'll take your dream sert 
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Real World Education 








a 
s 


y N-T-Yoleif-44=me) men iei (=) aler= moran =t-(elal-)(e) 6 of Scierftce 
Degree Programs 


§ 


: 








Yor alele) mej 


>» Computer Animation 
> Digital Media 











> Game Design & Development | 
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3300 University Boulevard ¢ Winter Park, FL 32792 
Financial aid available to those who qualify * Job placement assistance * Accredited College, ACCSCT 


© 2004 Full Sail, Inc. All rights reserved. The terms “Full Sail,” “If you're serious about your dream, we'll take your dream seriously, 


” “Cull Sail Real World Education,” and the Full Sail logo are either registered service marks or service marks of Full Sail, Inc. 
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A real college degree, focused on advancing technology. 


Available online or on-campus. 
AME | VIDEO PRODUCTION 





DIGITAL ANIMATION NETWORK SECURITY 
E-COMMERCE SOFTWARE ENGINEERING 
MULTIMEDIA TECHNOLOGY MANAGEMENT 


WEB DESIGN DATABASE MANAGEMENT 


